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If you had a blast with Rampar™ in the arcade, you'll be rocked by the new Rampart for the 
Super NES, Because you get the original balls-to-the-walls hit plus new Super Rampart with more 
destructive firepower, intense strategy and explosive action, 


DIOS CO 


Straight out of the arcade, 
you get all the original action that 
made Rampart a smash hit. 


Two player action means 
someone's going to walk the plank 
when all the smoke clears, 


Super Rampart gives you Propaganda 
Balloons, Super Cannons and 15 huge, 
scrolling 3-D battlefields, 


With two-player Super Rampart, you'll do more than blow your friends to bits. Devastate your 
opponent's castle with fiery cannonballs from your Super Cannons, Send in ground troops to scale his 
walls, Then scramble to rearm and rebuild your splintered stronghold with more elaborate stone pieces, 

Single-player Super Rampart is just as destructive. Protect your fortress from an armada of menacing 
ships, fend off storming ground troops and use Propaganda Balloons to incite mutiny on enemy ships. 
All in an attempt to massacre your ultimate foes: ruthless enemy bosses. Surviving a level lets you 
challenge the bonus round to rack up big points as you prepare for 
the next storm of cannonballs. 

To get original Rampart and Super Rampart all in one 
Super NES cartridge, see your retailer si = 
or call 1 (800) 245-4595, 


ELECTRONIC ARTS! 


=— THIS OFFICIAL SEAL IS YOUR ASSURANCE OF QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSURE COM- 


PLETE COMPATIBILITY WITH YOUR SUPER NINTENDO ENTERTAINMENT SYSTEM, 


SUPER NINTENDO <xse0suei: 


95¢ FOR THE FIRST MINUTE, 75¢ FOR EACH ADDITIONAL MINUTE. 
IF YOU ARE UNDER 18, BE SURE TO GET YOUR PARENTS’ PERMESION 
BEFORE CALLING. HOTLINE REQUIRES TOUCH: TONE TELEPHONE, 
MESSAGES SUBIECT TO CHANGE WITHOUT NOTICE. NINTENDO® 
SupER NINTENDO ENTERTAINMENT SYSTEM? SUPER NES™ Np 
THE OFFICIAL SEALS ARE TRADEMARKS OF NINTENDO OF AMERICA 
INC. RAMPART IS A REGISTERED TRADEMARK OF ATARI GAMES 
CORPORATION. QATAR] GAMES CORPORATION. ALL RIGHTS 
RESERVED, LICENSED BY ELECTRONIC ARTS, 
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e Longer Play 
e Higher Levels 
e Quicker Response 
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= e Faster Motion 
S/ ; For use with Sega Genesis® 
| 4% — s e No more Sore Thumbs and Master System® 
fie ee RS e Better Control 
Control directional movement e Hi 
with just a touch of your finger Higher Scores 
¢ Turbo Action 


(no need to push). 


Get the touch, get Turbo Touch 360-the breakthrough, high-tech 
video game controller that is so easy to use that It lets you play as 
long as you want. Just pass your finger or thumb over the sensor 
plate—no need to push—and you have total control of your game. 
: : ; For use with Super Nintendo 
Now, make moves like you’ve never made before and really get into Entertainment System® 
the game. Turbo Touch 360 adds up to quicker response, faster 
motion, no more sore thumbs, better control, higher scores, more 
fun, higher levels and longer play. Triax is So sure that you will enjoy 
extra hours of effortless play that if you don’t, we'll refund your 
purchase price. Get in touch with the next generation of controllers. 
7 ; a For use with 
Get the Turbo Touch 360 and enjoy extra hours of exciting play. Nintendo Entertainment System® 


TURBO TOUCH 360 ‘sy TRIAX” 
Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer 


stered trademarks of Sega of America, Inc. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo Entertainment 
f America, Inc. Turbo Touch 360 and Triax are trademarks of Triax Controls, Inc. ©1992, Triax Controls, Inc. 


Patent Pending. Sega,Genesis, and Master System are regi 
System (Super NES) are registered trademarks of Nintendo 0 
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AND BLAST THROUGH OVER 1250 © 9G 
MMAES OF CHARACTER ANIMATIONS ~~ 
RE TALKIN’ 10 TIMES MORETHAN 
JUVE EVER SEEN BEFORE! ADD MICK | 

7" AND MACK'S HI-TECH GOO-SHOOTERS © f 

> AND YOU'VE GOTA GLOBAL PATROK 
DY TO TAKE ON THE WORLDE 


¢ EYE-POPPING BACKGROUND GRAPHICS © or 
~ \\a AND SCENERY LIKE NEVER BEFORE =a 
. J s ; AD 


"SEEN ON YOUR GENESIS™. 


EF 


- 


| AWESOME MUSIC AND SOUND EFFECTS 
§ GUARANTEED TO MAKE YOUR PARENTS 
") $HOUT "TURN THAT DOWN!" 


/ , i Fee —< 
pS: we i.  ~ a »-* 
er. ; C ~V\ 
- = ~ , iN \ 
ry 7 “ °° \ 
i . \ €c FR 10 
aN So =* 7 Le CYK 
. 7 ,_~ 
™ + ~ 
¢ \ 


WANE atk ™ cole 
IN ROY TS UN 
qv ae, ae 
wv 


/ Fo. ——EE—————————— COC 


OFFICIAL LICENSED BY SEGA ENTERPRISES LTD. FOR PLAY ON THE SEGA™GENESIS™ SYSTEM. SEGA AND 
GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD. © 1992 MCDONALD'S CORPORATION 
THE FOLLOWING ARE TRADEMARKS OF MCDONALD'S CORPORATION: THE GOLDEN ARCH, 
RONALD MCDONALD, GLOBAL GLADIATORS AND MICK AND MACK. ©1992 VIRGIN GAMES 
INC ALL RIGHTS RESERVED. VIRGIN IS A REGISTERED TRADEMARK OF VIRGIN ENTERPRISES, 
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Alien 3, Global Gladiators, Golden 
Axe Il, Kid Chameleon, Road 
Rash, Rolling Thunder 2, Splatter- 
house 2, Taz-Mania, Terminator, 
Alisia Dragoon, The Simpsons: 
Bart vs. the Space Mutants, 
Chuck Rock, Desert Strike, Evan- 
der Holyfield’s Real Deal Boxing, 
F-22 Interceptor, Greendog, Pit- 
Fighter, Quackshot, and RBI 
Baseball 4. 


Cover art: Matt Groening © Twentieth Century Fox TV 


Bart's Nightmare, Contra Ill: The 
Alien Wars, Road Runner’s Death 
Valley Rally, Final Fantasy II 

Hook, Joe & Mac, Out of This 
World, Prince of Persia, Street 
Fighter Il, Super Double Dragon, 
Super Star Wars, Teenage Mutant 
Ninja Turtles IV: Turtles in Time, 
Actraiser, Faceball 2000, Magic 
Sword, SimCity, Smash TV, Super 
Adventure Island, Super Tennis, 
and U.N. Squadron. 


86 


Sweet drea 
Nightmare. See page 46. 


ms are Bart’s 


The Addams Family, It Came 
from the Desert, ShapeShifter 
and Lords of the Rising Sun. 


The Addams Family (TurboGraftx- 
CD), Batman (Genesis), Contra 
Ill: The Alien Wars (SNES), Quack- 
shot (Genesis), Splatterhouse 2 
(Genesis). 


© 1992 GamePro Publishing, Inc. The GAMEPRO® name and logo are 
trademarks of GamePro Publishing, Inc. 


Nintendo and Game Boy are Registered Trademarks of Nintendo of 
America, Inc. Sega and Genesis are Registered Trademarks of Sega of 
America, Inc. Atari and Lynx are Registered Trademarks of Atari Corp. 
TurboGrafx-16 is a Registered Trademark of NEC. 
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By The GamePros 


‘92 was a good year for 16-bit games. For the most part, developers and gamers 
alike stopped worrying about what makes the Genesis and the Super Nintendo hard- 
ware units tick, and leaned back to enjoy a steady flow of great software! 

Whether your taste runs to vintage favorites, like the Teenage Mutant Ninja Tur- 
tles, or cutting edge games, like Out of This World, there’s been something in ‘92 for 
you. Even better, with developers such as Konami and Acclaim expanding their 
games development to include both Nintendo and Sega platforms, more and more 
Classic carts are available for both the Genesis and the Super Nintendo. 

Don't get too comfortable with your 16-bit carts, though! CD-ROM, the newest 
revolution in gaming, is spinning in our direction. NEC was the first to hit the shelves 
with a CD unit - the TurboGrafx-16 CD. This year Turbo Technologies updated that 
product and released the TurboDuo. Sega brought us the Sega CD. Last, but certain- 
ly not least, details of Nintendo’s much-awaited SNES CD and Atari’s Jaguar have 
begun to surface. Can you say “32-bit?” 

Yup, the future looks mighty interesting. But before we close the pages on ‘92, 
we at GamePro thought you might enjoy a walk down the 16-bit memory lane. Join 
US as we revisit the biggest and best 16-bit/CD-ROM titles of the past year. Who can 
forget hot Genesis titles such as Alien 3, Taz-Mania, The Terminator, R.B.I. 4, Alisia 
Dragoon, Pit-Fighter, and Road Rash. We certainly didn’t and we’ve added even 
more for your Genesis perusing pleasure. Don’t have a cow, man, Bart’s also skate- 
boarding through these pages in both 16-bit formats: Bart vs. the Space Mutants for 
the Genesis and Bart’s Nightmare for the SNES. Speaking of SNES, sail away with 
Hook, Prince of Persia, Road Runner’s Death Valley Rally, Contra Ill, and of course, 
the infamous Street Fighter Il, just to name a few. 

Not to be outdone, the TurboDuo has shown its stuff this year. We're going to 
Pass it on to you by featuring The Addams Family, It Came From the Desert, 
ShapeShifter, and Lords of the Rising Sun. 

A\so, for you frustrated gamers who can’t get to the end of Batman, The Addams 
Family, Contra lll, Final Fantasy ll, and Splatterhouse 2, we've done it for you in this 
issue’s expanded Game Busters section. 

Relive every sprite, savor every screen, and maybe even discover a great game 
that you missed out on the first time around. 

Happy gaming, and we'll see you in ‘93! 


GamePro’s Game Rating System 


GamePro's Game Rating System 


Challenge 


BEG. Beginner 
INT. Intermediate 
ADV. Advanced 
D> EX Expert 
ee : : ‘= ADJ. Adjustable 
Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound: 
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and 
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a 
good time? Challenge: This is the average skill level necessary to play the game. When you can 
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand- 
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it’s over! 
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CHIPS & BITS 


SEGA HARDWARE 
GENESIS Systm $125 
GENESIS No Cart $99 
GENESIS CD Plyr$289 
AC Adapter $ 9 
Arcade Power Stck $39 
Control Pad $19 
Explorer Joystick $19 
Game Genie $54 
Genistick $19 
Happ Control Pad $19 


ah 


BATMAN. 


RETURNS 


Menacer 


Power Clutch $34 
Power Pad $14 


Triton Control Pad $26 
Wireless Control #1$34 
Wireless Control] #2$22 

SEGA ADVENTURE 
Adventrs Syd Valis $42 


Alien vs Predator $39 
Aliens 3 $43 
Alisia Dragoon $43 


Ariel Little Mermaid $36 
Bart Space Mutants$43 


Batman $42 
Batman Jokers Rtn $43 
Batman Returns $49 
Bio Hazard Battle $44 
Cadash $44 
Captain America $46 
Chester Cheetah $55 
Chuck Rock $49 
Crackdown $42 
Crossfire* $29 
Dark Castle* $24 
El Viento $49 
Ernest Evans $49 
Ex Mutants $49 
Fantasia $42 
Flintstones $44 
Furry Friends $36 
Gadget Twins $56 
Global Gladiators $49 
GODS $44 
Golden Axe 2 $39 
Green Dog $39 
Home Alone $39 
Hook $49 
Indiana Jones LC $49 
James Pond 2 $42 
Jewel Master $16 


Keepr of the Gates $52 
Kid Chameleon $46 


Marvel Land 

Mickey Mouse $42 
Mickey & Donald $44 
Out of this Wrid CD $54 
Qcksht Donid Duck $42 
Rolling Thunder 2 $49 
Saint Sword* $29 
Shadow of Beast 2 $52 
Simpson KrustyFH $42 
Slime World $43 
Sonic Hedgehog 2 $49 
Spiderman $45 


$59. 


SEGA ADVENTURE 
Splatterhouse 2 $47 
Stormlord1or2 $49 
Strider 2 $49 
Sunset Riders $54 
Superman $43 
Sylvester & Tweety $49 
Talespin $39 
Tazmania $44 


Technocop:Final M $52 
TMNT Hyperstone $54 


‘BATMAN RE- 
TURNS' hurls 
m™ you into action 
against the 
death-dealing 
Penguin. 
Swing from 
grappling 
hooks, leap from 
ledges and 
counter with 
shields, smoke 
bombs’ and 
batarangs. 
One player ac- 
tion through 7 
levels. $49 


Terminator 


$49 
Terminator 2 $43 
Tiny Toon $49 
ToeJam & Earl $42 


Toki:Going Ape Spt$43 


TOYS $49 
Turrican* $19 
Vallis* $39 
Vallis 3 $56 
Where Time CSD $49 
Wolf Child $45 


Wonder Boy MonsL$46 


Xmen $46 
Young Galahad $42 
Young Indy Jones $39 
Zombie High $34 
SEGA KICK & PUNCH 
Beast Wrestler $56 
Chakan Forevr Mn $44 
Deadly Moves $52 
Double Dragon3 $44 


Fatal Fury $52 
Grow!* $29 
King of Monsters $52 


In 'TALESPIN' 
you must help 
Baloo & Kit win 
an incredible 
‘round the world 
flying contestin 
the trusty Sea 
Duck. Don 
Karnage and 
his Air Pirates 
will try to thwart 
your progress 
as you travel by 
land & air. Fea- 
tures 1 or 2 
players simul- 


taneous. $39 
Mystical Fighter $43 
Panza Kickboxing $49 
Pit Fighter $45 
Slaughter Sport $49 
Streets of Rage $45 
Streets of Rage 2 $56 
Street Smart $39 


Two Crude Dudes $43 
SEGA ROLE PLAYING 


Arcus Odyessy $56 
Battle Master $43 
Black Crypt $59 


SEGA & SNES BUY 4 GET | FREE” 


SEGA ROLE PLAYING 


Buck Rogers 1 $54 
Cybercop $49 
Gemfire $56 
Lord of the Rings $59 
Might & Magic3 $49 
Outlander $44 


Phantasy Star 20r3 $59 
PStar 3 Hint Book $14 


Phantasy Star4 $64 
Pirates $49 
Rings of Power $55 


Romance 3 Kingd 2$59 
Shining Darkness $45 


Shining Force $54 
Sorcerers Kingdom $52 
Star Oyssey $59 
Traysia $54 
Uncharted Waters $59 
Vampire Killer $52 
Warriors Etrnal Sun$56 
Y’s 3 $44 
SEGA STRATEGY 
Breach 2 $49 
Chessmaster $42 
Clue $46 
Crue Ball $36 
Dragon's Fury $42 
HUMANS $56 
Jeopardy $49 
Lemmings $43 
Master of Monsters $54 
Metal Fang $43 
Monopoly $46 
Powermonger $43 
Rampart $42 
7 Cities of Gold $49 
Shanghaii 2 $39 
Star Control $52 
Super Conflict $49 


Warrior Rome 1or2 $54 


'CHAKAN THE 
FOREVER 
MAN' is a war- 
rior priest who 
cannot die and 
must battle the 
forces of evil. 
Features 8 lev- 
els, 2 handed 
combat with 8 
directions, 
magic door- 
ways to move 
through space 
& time, and an 
arsenal of 
weapons. $44 


Warsong $49 
Wheel of Fortune $49 
Where World CSD $49 
Where's Waldo? $49 
SEGA SHOOTERS 


Afterburner 2 $42 
Atomic Runner $42 
B Bomb $36 
Death Duel $49 
Galaxy Force 2 $32 
Hellfire $39 
James Bond 007 $49 
Predator 2 $46 
Raiden $49 
Ready-Aim-Tomato $49 
Road Blasters $39 
Smash TV $43 
Soldeace $54 
Space Invaders 91 $38 
Steel Empire $42 
Stee! Talons $49 
Task Force Harrier $39 
Thunder Force 2 $37 
ThunderFox* $29 
Trouble Shooter* $27 
Twin Cobra* $29 
SEGA SPORTS 
American Gladiatrs $56 
Andre Agassi Tenn $49 
Aquatic Games $36 
Arch Rivals $48 
Bowling $46 


Bulls vs Lakers $49 
C Ripken Baseball $46 
D Robinson Bsktbll $46 
Evndr Holyfield Bxg$44 
G Forman Boxing $43 
Hardball $36 
Hit the Ice $44 
J Connors Tennis $54 
Jen Capriati Tennis$43 
Joe Montana 2 $49 


SEGA SPORTS 
J Madden Football* $29 
J Madden ’92 $42 
J Madden '93 $49 
Jordan vs Bird $39 
King Salmon $42 


Lakers vs Celtics $42 
M Lemieux Hockey $45 
Mike Ditka Footbll $29 
MLBPA Sprts Talk $52 
Mohammed Ali Bxg$54 


NBA Super Allstar $43 
NFL Sports Talk Fb$46 
NHLPA Hockey '93 $49 


Nolan Ryan $49 
Olympic Gold $45 
PGA Tour Golf $49 
PGA Tour Golf2 $49 
Pigskin $49 
Powerball $45 
RBI 3 $39 
RBI 4 $46 
Rgr Clemens MVP $43 
Side Pocket $44 


Summer Challenge $49 
Supr High impact F $43 
Team USA BasktblI$43 
Tony LaRussa Bbil $54 
World Class Ldrbrd $42 
World Trophy Socc $49 
WWF Superwrestig $43 
SEGA SIMULATION 
Abrahms Bttle Tnk $48 
Chase HQ 2 $44 
Desert Strike $42 
Devilish $34 
F15 Strike Eagle 2 $54 
F19 Stealth Fightr $59 


F22 Interceptor $42 
Ferrari Grand Prix $42 
LHX Attack Choppr $42 
Lotus Turbo Challn $42 
Maverick $59 
Mig 29 $49 
Paperboy $29 
Quad Challenge $45 
Race Drivin’ $45 
Road Rash 2 $44 
Road Riot 4WD $46 
Stunts $43 


Super Battle Tank $49 
Supr Monaco GP 2 $44 
Test Drive 2 $49 


~ SUPER — 


Monaco | 


SNES HARDWARE 
SNES System $145 


SNES no cartridge $97 
AC Adapter $ 9 
Ascii Pad $24 


Champnshp Jystick$62 
Competition Jystick$69 
Game Genie $54 
Happ Control Pad $21 
J B King Joystick $59 
Super Scope $54 
Triton Control Pad $26 


SNES ADVENTURE 


Actraiser $44 
Aliens 3 $49 
Alien vs Predator $42 
Arcus Spirits $49 
Batman:Joker's Rtn$54 
Battle Clash $49 
Battle Toads $59 
Blues Brothers $49 


Chester Cheetah $54 
Claymates $54 


‘SONIC THE 
HEDGEHOG 2' 
is back with 
twice the speed, 
twice as many 
options and 
many more lev- 
els. New fea- 
tures include 
time travel and 
a new friend, 
tails. Zipthrough 
prehistoric 
swamplands 
and future cit- 
ies filled with 
pollution. $49 


Cool World $54 
Death Valley Rally $52 
Dream TV $49 


Family Dog $49 
The Flash $49 
GODS $54 
Great Battle $54 


Harley's Hum Advtr$54 


Hook $49 
James Bond Jr $49 
Joe & Mac $47 
Joe vs the Wall $54 


King Arthur's World $54 
Lgnd Mystic! Ninja $54 
Lethal Weapon3 $54 
Mickey Mysti Quest$54 


Musya $54 
Nosferatu $54 
Out of this World $54 
Prince of Persia $54 
Radio Flyer $54 
Rebel $49 
Ren & Stimpy $49 
Robocop 3 $52 
Robomech $54 
Rocky & Bullwinkle $49 
Roller Blades $49 
Search Ultra Force $54 
Simpsons $54 
Simpsns Krusty FH$49 
Skuljagger $49 
Solstice 2 $49 
Soulblazer $54 
Spanky's Quest $54 
Star Trek $59 
Superman $52 
Supr Shadow Beast$49 
Super Star Wars $54 
Super Valis 4 $49 
Swamp Thing $49 
Tazmania $54 
Teen Mtnt Nnj Trtls $59 


‘SUPER MO- 
NACO GP 2’ 
updates the 
premiere rac- 
ing simulation. 
Features 16 
additional race 
tracks, battery 
back up to re- 
place the pass- 
word feature, 6 
save positions, 
and 15 rivals to 


battle as you 

take on courses 

all over the 

world. $44 
Terminator 2 $54 
Time Slip $46 
Tiny Toon Adventrs$54 
Tom & Jerry $49 
Toxic Crusader $54 
TOYS $49 
Ultraman $39 
Universal Soldier $45 
Video Kid $49 
Vikings $49 


X-Men & Spidrman $54 
Zelda 3 $49 


SNES STRATEGY 


Aero Biz $59 
Casino Kid 2 $49 
Castles $54 
Chessmaster $49 
Clue $46 
Faceball 2000 $54 
HUMANS $56 
Imperium $43 
Jeopardy $49 
Mario Paint $59 
Monopoly $46 
On the Ball $49 
Populous* $34 
Qbert $49 
Railroad Tycoon $59 
Rampart $49 
Romnce 3 Kgdm 2 $59 
Shanghaii 2 $46 
Simcity $46 
SimEarth $59 
Spindizzy Worlds $49 
Spot 2 $49 
Supr Buster Brothrs$54 
Super Conflict $49 
Utopia $49 
Wheel of Fortune $49 
Where's Waldo $49 
Wordtris $43 
SNES KICK & PUNCH 
Battle Blaze $46 
Deadly Moves $49 
Double Dragon $59 
Final Fight $49 
Golden Fighter $49 
King of Monsters $49 
Panza Kickboxing $54 
Pitfighter* $46 
Rap Quest $49 
Rival Turf $54 
Street Fighter2 $64 


Super Combatribes $54 
Super Ninja Boys $54 
Supr Sonic Blastmn$49 


SNES SHOOTERS 
Axelay $54 
Biohazard $44 
Blaze On $54 
Contra 3 $49 
Cybernator $54 
D-Force $39 
Earth Defnc Force $39 
Genocide $54 
Guerilla Warfare $54 
Gun Force $49 
Hyper Zone* $29 
Metal Jack $54 
Meta! Masters $54 
Phalanx $54 
Raiden Trad $46 
Rap Attack $54 
Smash TV $49 
Space Mission $49 
Strike Gunner $54 
Supr Mario Kart $49 
Supr Mega Force $54 
Supr R Type $39 
Thunder Spirits* $44 
Xardion $54 
X Zone $39 
SNES ROLE PLAYING 
Arcana $59 
Drakkhen $49 
Dungeon Master $59 
Equinox $49 
Fables & Fiends $59 


Final Fantsy Lgnd 2$59 
Final Fantsy Myst Q$39 


Gemfire $59 
Golden Empire $59 
Inindo $59 
Lagoon $54 
Lenus $59 


802-767-3033 


SNES ROLE PLAYING 


Lord of the Rings $64 
Magic Sword $54 
Might & Magic 2 $54 
Might & Magic 3 $59 
Outlander $49 
Shadow Run $54 


Spellcastr Aspct Vir$54 
Ultima False Prpht $64 
Wanders from Y’s $54 
Wizardry 5 $64 


ig 
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SNES SIMULATION 


Cyberspin $46 
Desert Strike $54 
F29 Retaliator $59 


Hunt for Red Octbr $54 
Kawasaki Carrb Ch$56 


Mechwarrior $42 
Race Drivin $49 
Road Riot 4WD $49 
Robosaurus $49 
RPM Racing $49 
Supr Battle Tank $54 


'X-MEN' allows 
you to control 
superheroes 
like Wolverine, 
Cyclops, Gam- 
bit, and Colos- 
Sus. Each 
character has 
unique powers 
special 


and 
moves. Play 1 
hero through- 
out or switch 


during the 
game. 1 or 2 
player simulta- 
neous. $46 
Super F1 $49 
Super Stirke Eagle $59 
Test Drive 2 $49 
Top Gear $49 
Warp Speed $49 


Wing Commander $54 
Wings 2:Aces High $49 
SNES SPORTS 
American Gladiatrs $56 
Baseball $49 
Baseball Stars2 $54 
Bill Laimbr Bskbil* $24 


Black Bass $49 
Bulls vs Blazers $54 
California Games 2 $49 
Championship Bxg $49 
David Crane Tennis$49 
Football Fury $46 
G Foreman Boxing $49 
Hit the Ice $54 
Hole in One Golf* $39 
J Connors Tennis $54 
Jck Nicklaus Golf* $46 
Madden Footbil '93 $54 


SFORTE FALE 


FOOTBALL 


SNES SPORTS 
MVP Football $49 


NBA Supr Allstar C $49 
NCAA Basketball $49 
NFL Football $54 
NHL Hockey $54 


NHLP Hockey 93 $49 
Nolan Ryan Basbil $49 
Pebble Beach Golf $49 
PGA Tour Golf $49 
Pigskin $54 


12 Meg football 
game with a 
play-by-play 
anouncer & all 
28 teams. Play 
a full season, 
playoffs, or in 
the Super Bow. 
Has multiple 
field views with 
zoom & instant 
replay. For 1 or 
2 players. $46 


Pro Quarterback $54 
Rogr ClemensMVP $49 


Skins Game $49 
Space Football $49 
Special Tee Shot $54 
Supr Batter Up $49 
Supr Bowling $49 


Supr Dble Dribble $54 
Supr Goal $49 
Supr High Impact F $49 
Supr NBA Basktbil $54 
Supr Off Road $49 
Supr Play Actn Ftb $49 
Supr Power Punch $54 
Super Slam Dunk $49 
Supr Slapshot $49 
Supr Soccer Chmp $54 
Supr Tennis $49 
Supr Wrestlemania $54 


TKO $49 
Weaver Baseball $52 


World Leag Soccer $49 


CHIPS & BITS 


PO Box 234 
Rochester VT 05767 
802 767 3033 
Fax 802 767 3382 
GEnie Keyword CHIPS 


*BUY 4 IN STOCK GAMES 
AND GET 1 MARKED 
GAME* FREE 
WHILE SUPPLIES LAST 


We accept Visa, MC, & Money 
Orders. COD add $5. Checks 
Held 4 Weeks.Most Items 
shipped same day. Shipping 
rates are per order not per item. 
UPS $4: 2 Day Air $6: Mail $5: 


In" TAZMANIA' 
you control 
TAZ in a hunt 
for the lost gi- 
ant seabird egg 
to make the 
world's largest 
omelet. TAZ 


growls &fusses 


past 17 levels 
as he rides wa- 
terspouts, 
skids on ice, 
and whizzes 
through mine 
shafts in a run- 
away cart. $44 


Air Mail Canada $6: HI, AK, 
PR, 2 Day $12. Advertised 
prices are for new games. Used 
carts traded at $25 to $40 less 
than new and sold at $10 to $25 
less than new. Store credit only. 


All sales final. Shipping 
times not guaranteed. 
Defectives replaced with 
same product. Price, avail- 


ability &offersubjectto change. 


Turbo Tech Rolls Out Its 
Double-Barrel 

While other game companies are still talk- 
ing about their future CD units, Turbo Tech- 
nologies (TTI) has just released their second 
generation of CD-based game systems. 
Determined to make compact discs the 
standard for gaming, TTI’s TurboDuo is 
poised to leap into stores this month, lap- 
ping the competition in the CD race. 


When, Where, and 

How Much? 

On October 10th, the TurboDuo will be 
available only through selected stores in 
the Los Angeles and New York areas at a 
suggested retail price of $299.99. The 
distribution of the Duo to the rest of the 
nation is tentatively planned for early ‘93. 


The Bang for Your 


299 Bones 

At a rather pricey $299.99, gamers wil 
want to know exactly what they're get- 
ting. Here’s a list of the key features that 
make the Duo package worth its weight 
in plutonium. 

The TurboDuo is a sleek inte- 
grated unit with a lot of potential. The 
Duo conveniently combines the features 
of the TurboGrafx-16 and the Turbo- 
Grafx-CD. It even plays Turbo Technolo- 
gies’ new Super CD format. 

So what? So, you also get $250 worth 
of software and two Super CD discs. One 
Super CD disc contains Bonk’s Adventure, 
Bonk’s Revenge, and Gate of Thunder. A 
second disc includes the games Ys Book | 
and Il. Ninja Spirit, an action/adventure 
TurboChin, is also included. You also get 
a coupon booklet worth $50 towards the 
purchase of any Duo software or hardware. 

If that’s not enough, you get the first 
issue of TurboForce, a new magazine 
entirely dedicated to Turbo-Grafx CD and 
Super CD games. That's a total of 
$599.99 worth of stuff, not counting the 
magazine. Not only do you get all this, but 
some time in 1993 there'll be a peripheral 
that will turn your Duo into a CD-ROM 
drive for the IBM PC or the Mac called 
the Intelligent Link. 


What’s So Super? 

The Super CD capability of the TurboDuo 
is by far the most important development 
in CD video gaming to date. The Super 


CD’s can hold the same amount of infor- 
mation, but the system has four times 
the memory capacity, so it can handle 
larger chunks of the information that’s 
Stored on the CD. This increased storage 
provides programmers with the space to 
create more graphics, better sound, and 
longer play time for games. ShapeShifter 
(see review in this issue) is one of the first 
games to tap into this intense increase of 
depth. On the horizon are even better 
games that'll take advantage of the 
Super CD (check out the list that accom- 
panies this article). 


A Deal for Loyal TurboGrafx 
Users? 

If you have a TurboGrafx-16 with the CD 
Player, then you can upgrade your sys- 
tem to play Super CDs with the Super 
System Card, which will be sold in two 
packages for $65 and $95. This won't 
allow you to take advantage of some of 
the cool features the Duo has to offer, like 
personal computer CD-ROM capability 
and a slightly faster access time. Howev- 
er, the $95 package will come with the 
three-in-one Super CD and a coupon 
book. To order either package, call TTI at 
707-938-9000. If you've already invested 


in a TurboGraphx-CD player, you proba- 
bly can’t justify buying a Duo unless 
you've got a PC and a need for a CD- 
ROM drive. 

However, if you’ve only purchased a 
TurboGrafx-16, you'd be spending $245 
for a CD player and the upgrade card. It 
may behoove you to spend the extra $54 
bucks for the Duo and give the Turbo- 
Grafx-16 to someone less fortunate than 
yourself. If you're a first-time buyer and 
you're interested in a system from TTI, — 
then definitely go for the TurboDuo. 


Super CD Lineup 
The following is a list of games that will be 
available on the new Super CD format: 


1992 
Shadow of the Beast by Psygnosis 
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You play the main beast in this action/ 
adventure game. (See OverSeas 
ProSpects in GamePro August ‘92.) 


PRINCE of PERSIA " 
In this popular title, you must escape a 
dungeon and rescue the princess before 


it’s too late. 
Gate of Thunder by TTI (November) 


eS = 


GamePro’s 16-Bit/CD-RON 


Gate is an awesome shooter designed 
to take advantage of the TurboDuo’s 
capabilities. (See the Pro Review in 
GamePro July ’92.) 


Dragon Slayer by TTI (October) 

It's your turn to take your rightful place as 
the true heir to the throne, restore the king- 
dom, and avenge your father’s death. 


Camp California by ICOM (Fall) 
The object of this side-scrolling 
action/adventure game is to keep the 
beaches clean so that everyone can 
appreciate the rad surf without dirty turf. 


Loom by LucasArts (December) — 
As Bobbin Threadbare, you live in an 
ancient city of Weavers. The city is in 
danger. You must save the Weaver's 
Guild by collecting puzzle pieces and 
solving the musical brainteasers. 


1993 

Riot City by TTI (March) 

In this two-player fighting game, you'll use 
those street fighting techniques to beat 
up bad dudes, thugs, and hooligans, who 
are creating danger in your ‘hood. 


Dungeon Explorer 2 by TT! (Winter) 
Up to five players assume a Character 
and attempt to defeat the evil King Blade 
in this action RPG. 


Populous, The Promised Land by 
TTI (Under Negotiation) 

You're the supreme being in control 

of the world. How will you lead it? 


SimEarth by TTI (Winter) 

You control the Earth’s environment 
and evolution in this simulation game. 
This one was a big hit for the PC. 


Spriggan by Naxat (December) 
It’s an all-out awesome shooter. (See 
Overseas ProSpects in GamePro 
December 91.) 


Fantasy Star Soldier by TTI (Spring) 
Here’s a shooter that shares characters 
with Super Star Soldier and Bomberman. 
Human Sports Festival by Human 
(Under Negotiation) 
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THE SEGA CD: 
START THE 
REVOLUTION! 


lf you haven’t seen a Sega CD in your 
local video game store, you will soon 
because...it’s heeeeere! Sega’s heavy- 
hitting compact disc game machine is 
Set to open up a brand new style of 
gaming. The Sega CD package rings up 
at $299, and you get approximately $300 
worth of software, too. 


Under the Hood 

The Sega CD packs an MC68000 
processor, but this CPU runs at a speedy 
12.5 MHz compared to its game sys- 
tem’s 7.5 MHz. This virtually eliminates 
mid-game access blues (access time 
ranges from approximately .8 to 1.5 sec- 
onds), and the 6 megs (768K) of buffer 
RAM help considerably, too. 

Nestled with the 68000 are two cus- 
tom graphics chips, that enable the CD 
to simultaneously paint more color and 
sprites on-screen than the Genesis. It 
also produces scaling and rotation. The 
final noteworthy piece of silicon is 8K of 
backup RAM, which you’ll be able to use 
to save game locations. 

The laser drive is by Sony, and it’s 
no baloney. In fact, it’s equivalent to top 
end drives in standard audio CD units. 
Consequently, the sound quality will 
make the Sega CD suitable for double 
duty as a music machine. The unit plays 
music CDs in 3-inch and 5-inch formats 
and CD+G discs, too. To keep the tunes 
movin,’ an 8-channel PCM sound gener- 
ator supplements the Genesis Z80-dri- 
ven sound processor. 


Well-Connected Gaming 


The CD unit piggybacks on top of the 
Genesis and connects to it through the 
-port on the side of the game system. 
Connected, the two systems look like 
they’ve always been together. The CD 
requires its own AC adapter, which 
plugs into the back of the unit. You'll 
also find in the back left and right chan- 
nel audio outlets that run CD music 
through your stereo and a plug to run 
them through earphones. All the video 


interfacing is handled by the Genesis’s 
RF and A/V outs. 

The front of the unit is spartan. There 
are no external controls. All play func- 
tions are handled via the on-screen dis- 
play and the CD’s operating system. Two 
lights — green for Play and red for Access 
— are the only external indicators that the 
unit’s operating. 


Control Your Own 

Once you switch on the system, it imme- 
diately struts its stuff. The Sega CD logo 
spins into view to show off the machine’s 
scaling and rotation capabilities. 

Next, the system menu interface 
appears on-screen. You use the direc- 
tional keys to move a cursor to the 
appropriate on-screen button and then 
press the control pad buttons to activate 
the function. 

To continue to play later on, gamers 
will be able to save game locations on a 
Special cartridge or in the 8K backup 
RAM. The cartridge will enable you to 
play a saved game on another Sega CD. 
However, there’s no word yet as to when 
that RAM cart will be available in the U.S. 


But Can It Play? 

Okay, it’s play time! Four CDs will come 
bundled with the unit - two music CDs 
and two CD games. The two music CDs 
are a CD+G (compact disc with graph- 
ics) and a regular music CD. At press 
time, Sega could only say that they’ve 
lined up some “major recording artists” 
for the endeavor. 

Sega CD gamers will also get two 
bundled game CDs. Sherlock Holmes 
Consulting Detective is ICOM Simula- 
tions’ electrifying sleuthing game, which 
made its debut on the TurboGrafx-16 CD 
(see GamePro, May ‘91). In three cases, 
you try to match your deductive 


sleuthing skills against Sherlock. The 
eye-catching graphics consist of video 
footage of live actors playing out the 
roles of Holmes, Watson, Lestrade, and a 
host of other characters. 

The other game disc is a collector’s 
CD containing five classic Sega cartridge 
games: Columns, Golden Axe, Revenge 
of Shinobi, Streets of Rage, and Super 
Monaco GP 1. They’re all woven togeth- 
er with a nifty interface. 


Sega Beyond CD 

Even as the Sega CD ushers in a new 
era of video gaming for Sega gamers 
(and game developers), it harbors pre- 
cursors of things to come. With the prop- 
er programming, Sega says the two 
separate 68000 processors can operate 
two independent programs simultane- 
ously to produce a slick computer hard- 
ware trick called parallel processing. 
What this means to gamers is too far 
down the line to speculate about, but 
know that Sega has research in progress 
on parallel processing and games. 

If you shell out for the Sega CD, here’s 
how you're going to begin to get your 
money’s worth. Take a look at this 
diverse pack of CD games due out when 
the Sega CD arrives in your town. 


Batman Returns 

Evil lurks everywhere, even in your Sega 
CD. So, switch on the Bat Signal, 
because Batman Returns is coming to 
CD. The CD will stick close to the 
movie's story line. You battle the Pen- 
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guin, the Catwoman, the Red Triangle 
Circus Gang, and the Penguin Army 
across seven monsterous acts with 20 
plus levels. The CD will blend three 
games into one. The arcade-style, side- 
view fighting sequences will pit you in a 
fierce hand-to-hand battle against the 
Catwoman and the Penguin. In between 
the kick-A fighting acts, you’ll see vehi- 
cle shoot-em-ups featuring the Batmo- 
bile and the BatSki boat. You'll play 
these via a behind-the-Bat-vehicle view. 
However, be prepared to scope out the 
slick scaling graphics as they shoot past 
you. Batman Returns returns! (Did it ever 
really leave’) 


Seapets 


as | 
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It's metal mania as you gear up for hard- 
hitting, robot-fighting action. Black Hole 
Assault features 10 stages of rabid 
robot-fu for one or two players. First, you 
fight eight different nuts and bolts 


adversaries through two spaceships and 
the moonbase. Then, you blast off for 
fighting action across four planets (Venus, 
Mars, Jupiter, and Saturn), three moons, 


and an asteroid. You'll also have to keep a 
hard-wired eye out for field traps, such as 
magnetic storms on Mars, acid rain on 
Venus, and crushing gravity on Jupiter. 


Joe’s back...on CD, at least. Now you 
can go all the way in one play with any of 
the 28 NFL teams. You get the real pro 
teams, the real stadiums, the real play- 
ers, the real players’ numbers, the real 
team colors, and the real team logos. 
You can play a single game, a full sea- 
son, and play-offs for the Super Bowl. 
The players play according to their "91- 
92 seasons stats. During your game, 
Joe Montana will tell you his winning tips 
in full-motion video with a digitized voice. 
lf you win the Super Bowl, your prize 
is an armchair quarterback’s dream 
come true: you can play with or against 
some of the NFL’s all-time great NFL 
teams! The game houses the ‘67-’68 
Packers, the ‘69 Jets, the ‘72 Dolphins, 
the ‘78 Steelers, the ‘84 Niners (of 
course), and...well, you can finish the list. 


Possible 23 


Neston aiartce 


Vanishing co-eds...trap doors...hidden 
surveillance cameras...sounds like a wild 
party, but it isn’t. It’s a life or death strug- 
gle to keep eerie invaders from vamping 
a bevy of babe-ilicious co-eds who are 
trapped in the sinister Martins’ place. But 
the real game is to uncover the power 
behind the goons. 


Night Trap comes packed on two 
CDs. You are a member of S.C.A.T. — the 
Sega Control Attack Team. Using a 
voyeuristic third-person view, you try to 
set traps to snare the sinister beings. The 
game features 104 minutes of live action 
and interactive video. All the nonstop 
action takes place simultaneously in 
eight rooms. You switch camera views 
from room-to-room to save your friends 
and uncover clues to the mystery. 


Captured 
Possible 


-“s 
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Here’s a 2-in-1 shoot-em-up CD deal. If 
you think the streets of New York City are 
bad, wait until you see its futuristic skies 
in Thunder Storm. Is the urban warfare 
intense? Well, you pilot an armored helli- 
copter. Full-voice audio commands help 
you survive stomach-wrenching turns 
and aerobatic maneuvers. If this game 
looks like Cobra Command from the 
arcades...it is. 
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Sol Feace is a direct port over from 
the cartridge version with enhanced 
sound and graphics. You pilot a space 
fighter with collapsible wings that house 
powerful atom-smashing weapons. Your 
adversaries are a horde of mutant 
mechanical monsters. The odds are not 
on your side. 


The Adventures of Willie 


Beamish 
Sierra On-Line plans to convert several of 
its PC games to Sega CD format. Willie 
Beamish is the first one out of the stamper. 
Willie’s a kid who's just trying to deal 
with life as he finds it. His best pal is his 
pet frog, Horny. The situations confronting 
him concern his tagalong kid sister, his 
neurotic yuppie parents, an assortment of 
neighborhood geeks, and even the ghost 
of his grandfather. This ain’t your typical 


video game fare, but you call all the shots 
in this CD. It’s almost like directing a car- 
toon show. In fact, this game comes from 
the minds of those who created Johnny 
Quest and the Little Mermaid. 
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By Slasher Quan 


It's no wonder that U.S. gamers are hyped 
up by JVC’s strong stance in the overseas 
CD market. First, the company taught us 
a lesson in slick hardware manufacturing 
with the Wondermega, the $600 super 
Sega system with a MegaDrive and 
MegaCb all in one (See GamePro, July 
92, page 21). Software runs hardware, 
and JVC’s Wonder Dog could make it fly! 


Wonder Dog’s a spaced-out pooch, who 
cruises past Earth aboard a funky space- 
ship after his home planet, K-9inus, was 
invaded by evil forces. He slips his paws 
on the steering wheel and crashes 
smack into Earch. Bummer! Where have 
we heard this one before? 

A young, blonde kid finds our 
marooned hound. So Wonder Dog 
decides to adopt a “pet.” The boy’s dad, 
however, rules against letting alien dog- 
gies anywhere near the furniture. Bad 
news! The dynamic dog pulls on his 
goofy yellow gloves, dons his floppy- 
eared hat, becomes the fearless Wonder 
Dog, and sets off in pursuit of his friend. 

In Wonder Dog, Earth is transformed 
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into a tripped-out cartoon land that’s like 
Roger Rabbit on hallucinogens. Each side- 
view world, with several zones apiece, 
sports misshapen terrain and multi-scrolling 
backgrounds. In Dogsville, the twisted 
buildings scrape the sky. The Scrapyard is 
a polluted dump filled with bikers, spikes, 
chickens, and run-down cars. The charac- 
ter animations are cute, and the jazzy 
music’s as bizarre as the visuals! 
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Our pooch on the loose can run fast, 
jump, and bust blocks by tossing stars 
with varying degrees of strength. The 
dog’s ears droop each time he’s hit. He 
can also turn into a spinning, woofing 
whirlwind to burrow through solid rock 
and uncover scores of secret areas. 


Will Wonder Dog displace Sonic as the 
premiere Sega-system mascot? Or is this 
game really just a dog? The game’s due for 
a U.S. release in the dog days of Novem- 
ber, and we’re growling for the answers! 
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To continue at the midway point in the level, 
pause for this paws sign. 


J 
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This bone-us level has Wonder Dog 
seeing stars! 


Wonder Dog by JVC 
$49.95, Available November 
Action, One Player, Passwords 


By Captain Meat Cleaver 


Peace doesn’t prevail in Sony Image- 
soft’s Sega CD vision of a post-holo- 
caust Earth. Life’s a cesspool for the few 
survivors of the nuclear strikes. Humans 
and animals retreat to the sewers and try 
to eke out a living by scraping together 
food. But, there’s not enough grub to go 
around. That’s where you, the Sewer 
Shark, get called in for duty. 


Commissioner Stenchler of Mission Con- 
trol recruits you to command a Sewer 
Craft and run supplies to the network of 
underground cities. With veteran copilot 


Ghost close at hand to provide moral 
support, you blast off to save what's left 
of the world from starvation. 

In the first mission, your code name 
is Dog Meat, but you can advance 
through the Sewer Shark ranks by suc- 
cessfully negotiating the first-person tun- 
nels. To guide you, a Directional Droid 
flies in advance of your ship. You control 
the ship’s movement and laser cannons 
with a cross-hair. Tunnels twist and turn 
up, down, left, and right. Keep to the cor- 
rect path to reach your destination. 

The sewer dwellers in this game aren't 
pizza-eaters. They prefer the taste of Sewer 
Shark skin. Bats, scorpions, mechanical 
maintenance moles, ratigators, and other 
mutants chomp down on the Sewer Craft. 
Worse yet, your laser guns can ignite built- 
up sewer gases, which will incinerate you 
and everything else that moves! 

To make the sewers seem nasty and 
real, Sony ran a camera along a track 
through miniature tunnels. Then, they 
digitized the video and added computer- 
generated flashing lights and hazard 
signs. As you cruise through the game, 
the effect is similar to riding a a aK sub- 


way that’s travelling 90 miles per hour. 
Sony also filmed live actors and actress- 
es for cinematic cutaway scenes. If your 
craft’s hit, the view flashes to Ghost, who 
reports on the tail 


Sewers 


Helping nec Sno as at the beach, 
but your reward’s retirement at Solar City, 
the last place on Earth where the sun still 
shines. Sewer Shark should take its Sega 
CD mega-bite this December. It could be 
the toughest job you'll ever love. 
Sewer Shark by Sony Imagesoft 
Price unavailable, Available December 
Shoot-Em-Up, One Player 
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SPECIAL 


Even as Sega and Turbo Technologies 
Inc. launch full speed ahead into the age 
of CD-ROM video gaming, Nintendo is 
launching a plan next year to make a big 
late entry splash into CD games. The Big 
N has spoken the magic number, “32,” 
as in 32-bits. 


32 and Counting 

At the Shoshinkai Software Show in 
Tokyo, Japan, Hiroshi Yamauchi, presi- 
dent of Nintendo, announced that the 
Super NES CD-ROM system will contain 
a new custom 32-bit processor. This 
announcement added spice to Ninten- 
do's already intriguing unveiling of its 
SFX custom chip, which Nintendo claims 
will break new ground in 16-bit 3-D visual 
effects (See ProNews this issue). In fact, 
according to Yamauchi, the Super NES 
CD will offer a quantum leap in game 
Play over Super FX games for the Super 
NES by offering CD developers twice the 
processing power and speed. Develop- 
ment of the 32-bit CD unit will be com- 
pleted in 1993 with mass production 
possible by August 1993. 

The CD-ROM will connect to the 
SNES system unit, and it will contain a 
32-bit CPU. A separate system cartridge, 
which will slide into the SNES cartridge 
slot, will help orchestrate all the game- 
playing action. The SNES CD will sup- 
port the CD-ROM XA bridge format. This 
should make it possible to interleave 
game playing data, which will sharply 
reduce seek time. The 32-bit processor 
should cut it down even further. 


Going to Disc 

The new SNES CD ROM development 
systems will soon be available for Ninten- 
do third party game makers. Absolute, 
Electronic Arts, Sony Imagesoft, Square 
Soft, and Virgin Games (see The Seventh 


FEATURE: 


Guest, GamePro, Sept. ‘92) already plan 
to go for it. Accolade, Enix, Jaleco, Sun- 
soft, and Tradewest say they’re definitely 
“considering” SNES CD games. Konami, 
Capcom, and Acclaim aren’t going on the 
record yet, but who wants to bet that they 
don’t have SNES CD plans? 


Laser Discs for the SNES CD 


American Laser Games (currently the 
only producer of full-motion, live-action, 
coin-operated, laser disc arcade games) 
has signed an agreement with Nintendo 
to develop SNES CD-ROM games. Nin- 
tendo will likely license all five of ALG’s 
Current coin-op games: Mad Dog 
McCree, Who Shot Johnny Rock?, 
Space Pirates, Gallagher's Gallery, and 
Mad Dog Il: The Lost Gold, a new game 
due out soon. 


Disc to Disc 

The ALG/Nintendo union for CD looks 
like a perfect match. ALG arcade units 
are based on multimedia technology, 
which combines filmed motion video 
images processed by video compression 
and decompression and is enhanced by 
computer-generated images, animation, 
and sounds. A full-motion coin-op game 
incorporates a laser disc, which contains 
filmed action in all possible scenarios 
during the course of play. The characters 
in the games are stunt men and women, 
who’ve been filmed on sets and 

Site locations. 

The game's programming uses a 
technique called “branching,” which 
changes the scenario in the game based 
on variable outcomes, such as hits or 
misses. The course of play is always differ- 
ent, depending on variables in the pro- 
gramming and a player's choices and skill. 
Programming for branching live-action, 
interactive videos requires handling a 


rindskcadleg 256 milion ape of infor: 
mation on one screen every one-thirtieth 


of a second. Take it from us, that’s alot. 


American Laser Games" 


For a glimpse of compact discs to come, _ 


here’s a rundown (in order of release _ 


dates) on American Laser Games coin- 


ops currently residing in arcades around 
the world. All these games use a big- 
screen video display and a hand- held 
six-shooter. 


Mad Dog McCree 


Outlaw Mad Dog McCree and his hench- 
men have taken over a Wild West frontier 


town, locked the sheriff in his own jail 
and are wreaking havoc in the saloon, 


the post office, and the stable. You play , 


the “Stranger,” who has to clean up the 
one-horse town and outgun McCree in a 
final showdown. After a warm-up target 
practice, you get to clean up the town. 
Rescue townspeople and they reveal 
clues to Mad Dog's hideout. To enter 


Bonus Rounds, you blast cow skulls and gt 


spittoons when they appear. Go ahead, 
make your day. 


Who Shot Johnny Rock? 


It's the Roaring ‘20s, and someone’s 
popped (as in “shot dead”) popular. 


singer Johnny Rock. Johnny’s girlfriend 


charges you with finding.the culprit. In 
this action-packed gangster whodunnit, 
the trail takes you to a variety of seedy 
locales, including a pool hall, a ware- 
house, a funeral, and a wild party. Bad. 
guys with tommy guns try to fill you with 
lead. This bullets the challenge into a 
modern monster that even surpasses 
Mad Dog McCree. Your pal, Gal Friday, 
calls you on the phone and provides you 
with clues. You can also sweat info out of 
shady characters at every scene. 
Speakeasy and carry a big gun. 


Space Pirates 


The abomidable Captain Talon and his 
planet-pinching pirates have taken inno- 
cent space colonists hostage on a futur- 
istic spaceship. You play a Star Ranger. 
This outer space good guy is charged 
with saving the colonists from the pirates 
and collecting energy crystals from three 
different worlds. The crystals power a 
Star Splitter Cannon, the only weapon 
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powerful enough to destroy Talon’s pirate 
ship. Along the way, various characters 
pop up. Some offer helpful clues, while 
others offer laser-seared death. 


Gallagher’s Gallery 


lf you’ve never seen Gallagher's stand- 
up comedy act, grab your best outfit and 
take a seat in the front row. This national- 
ly known stand-up comedian specializes 
in pulverizing produce with a huge mal- 
let, especially watermelons. If you think 
that’s funny, his coin-op game enables 
you to take out more than food. 
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In Gallagher's Gallery, you shoot dis- 
agreeable foods and gadgets, such as 
alarm clocks, model airplanes, light bulbs, 
gumball machines, and much more. This 
ALG game enables two players to hammer 
at once. Shoot straight, or the joke’s on you. 


Mad Dog McCree II: 
The Lost Gold 


That’s right, Mad Dog survived the 
showdown in Mad Dog McCree. Now 
he’s back and even madder than before. 
You start this game by hitching a ride on 
a stagecoach geared for mobile target 
practice. You try to put your sights on 
cow skulls, road signs, and glass bot- 
tles, which are all being tossed into the 
air by your driver. 

Then, a mysterious padre in a 
monk’s robe gives you half a map to a 
golden treasure. Don’t be in too much of 
hurry to take the map, though, some- 
times the padre’s a bad guy in disguise. 
Next, you pick a sidekick from three 
guides — Buckskin Bonnie, the Professor, 
and Shooting Beaver. But before you 
head out on your adventure, you have to 
rescue your guide from a precarious 
predicament that only hot (and accurate) 
lead can solve. Shoot it out with bandi- 
dos, shoot mangy polecats on a moving 
train (don’t hit innocent passengers!), and 
try to save your almost-hung guide with 
a well-placed shot. There’s a new sheriff 
in town — you. 
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__ By Earth Angel 


al-ien: a, glistening 
thing of pure evil with 
razor sharp teeth that 
protract from its jaws to reach for 
its prey. It’s characterized by a 
Sloped head, protruding spine, and 
acid blood. Parasitic in nature, the 
Alien reproduces by laying eggs in 
host bodies. 


This Time It’s Hiding in the 
Most Terrifying Place of All! 
It's been almost 15 years since America 
met the Alien and Alien assault specialist, 
Ellen Ripley. After surviving two blood- 
Curdling big-screen battles against 
Aliens, Ripley’s ready for Round Three in 
the movie and Round One in the video 
arena. In this Genesis adventure, one 
person stands between the Aliens’ total 
domination of the planet and possibly 
the universe — you! 


In space, no one can hear you scream. 


When you step into Ripley's combat 
boots, your Marine Warship, the SULA- 
CO, has just crash-landed on Fiorina-161. 
There are no survivors, save Ripley and a 
nasty Alien stowaway. Fiorina, once a 
mining colony, is now a prison - and one 
big smorgasbord for the hungry Aliens. 

Alien 3 presents a varietal horde of 
missions through its vertically- and hori- 
zontally-scrolling stages. During Rescue 
Stages, Ripley’s goal is to release all the 
prisoners before time runs out. In Exter- 
minate stages, she must hunt and kill as 
many Aliens as she can within a set time 


limit. In Mission stages, she’s got to res- 
cue prisoners and destroy Aliens. 


Soe AB 


Have You Hugged Your 
Face Today? 

There’s a load of Alien nasties creeping, 
Crawling, and slinking their way through 
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every dreary nook and cranny of the 
prison colony. Adult Aliens creep, crawl, 
and crash out of every passage. They’l 
rush you rapidly from offscreen and even 
drop from above to land on your head. 


a 


onto Ripley’s head she loses Energy 
rapidly. When you discover Alien pods, 
which are major hatching grounds for new 
Aliens, destroy them immediately. 


— 


Armed and Dangerous 

In Alien 3 the movie, Ripley and her 
prison companions were unarmed. In 
Alien 3 the game, Ripley’s packing more 
firepower than you’re gonna know what 
to do with - but you’re gonna need it all. 
You begin the game armed with limited 
quantities of Hand Grenades, as well as 
limited ammo for your Machine Gun, 
Grenade Launcher, and Flame Thrower. 
Power-up items lie throughout the 
prison. Grab them to replenish your 
ammo. Swap weapons as needed. 


Facehuggers are deadly little para- 
sites that are looking to plant a baby Alien 
inside of you! When one of them latches 


Ripley’s got a Radar device that pin- 
points Aliens on the move, as well as the 
location of prisoners. You must continu- 
ally snag batteries to keep the device 
charged. 


Do It for Newt! 

Alien 3 balances straight-up arcade-style 
action with enough tension to effectively 
capture the nail-biting mood of the 
movie. The graphics have a Rolling 
Thunder look and a palatable gore factor. 
Cool tunes round off the mood, and the 
sound of a shot destroying an Alien will 
send a chill down your spine. Yup, we 
liked it alot! Just remember: “In space, 
no one can hear you scream,” but when 
you scream in the living room, everyone's 
gonna hear you! 


Alien 3 by Arena Entertainment 


Graphics Sound Control  FunFactor Challenge 


(3) AD. 


45 4.0 Adjustable 


$49.95 
Available October ‘92 
Action 


One Player 


Alien 3 ™ & © 1992 Twentieth Century Fox Film Corporation. 
All rights reserved. 
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: aS Mother Earth can breath 
Pores easier. The Global Gladia- 
SP’ tors, Mick and Mack (with 
_ the help of McDonald’s Hamburgers) are 
_ here to clean up the environment on your 
Genesis. This Virgin game is nothing like 
its Nintendo cousin, M.C. Kids. There’s 
_ no family resemblance! After playing this 
cart, you won't want anything else but a 
Big Mac and fries! 


Earth First 
The Earth is infested by pollutants and 
grime. Smog, litter, toxic waste, acid rain, 
and various other environmental down- 
ers threaten to ruin our planet. Luckily, 
Mick and Mack are here to save the day. 
Armed with only your Goo Gun, you 
_ funand hop around as either of our envi- 
_ ronmentally conscious heroes. The 
action isn’t intense, but it’s extremely 
fast. Your boys run really quickly. Some- 
times they plunge off a cliff before they 
even realize that they were near the 
edge. Fortunately, they can skid to a stop 
just as quickly. Unfortunately, though, the 
guys can't combat grime together, and it 
can get lonely in the four environments 
(each with three levels)\—Toxitown, the 
Arctic, the Forest, and the Slime levels. 


Bi yi 
a “= 


we ie 


PROTIP: Most of the time you can't see 
ground-level terrain. Take leaps of faith, 
but look for bubbling bubbles at the bottom 
of the screen, In the forest and the slime 
levels, they’re a hint not to jump. 

PROTIP: The ground may look solid under 
your feet, but it can be deceiving. Watch 
out for mud slides. 
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Big Mac Attack 


Waste threatens to choke you, literally, 
and it comes in all shapes and sizes. The 
animated pollutants are more annoying 
than tough to beat. Just one blast with 


your Goo Gun and they're back to 
biodegradable sizes. 

On the Slime level, big globs of goo Fd He 
spit toxic waste at you. In the Forest, | CORSSa, S ih 
you've gotta watch out for hard-hatted PROTIP: Wa ; out for the coane tha. 
Squirrels, hatchets running wild, chain saw 


— jump from the water in the Forest Levels, 
massacres, jumping big-mouthed (and | ms 
toothed) crustaceans, and skunks. They 
seem harmless, but there won't be any- 
thing left of the trees if you don’t stop ‘em. 
Lf (fil a TEE 4 
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The Artic has many chilly landscapes. 
When you play in the Toxitown lev- 
els, you can tell this game was created in 
L.A. Big clouds of smog blow dirty air at 
you. Garbage cans chuck tin cans in 
your direction. Plus, you have to fend off 
acid raindrops, fire that jumps from fur- 
naces, and jack hammers. 


otic) @ 


Pollutants and waste can be hazardous to 
your health. 


You'll find the inhabitants of the Arc- 
tic cool towards strangers, not to men- 
tion cruel. Battle Polar Bears, cyclones, 
snowball-chucking Abominable Snow- 
men, and chomping avalanches. 
PROTIP: In the Forest’s third stage, man- 
eating plants spit at you, but you can’t kill 
them. Try to avoid their saliva, 


They can cost you a life, even when you're 
standing innocently on the ground away 
from the edge of the water. 

The beasties will trip you up in your 
search for the Golden Arches. In this 
game, however, they aren’t always gold. 
Sometimes they come in different colors, 
like blue, yellow, red, purple, etc. The col- 
orful Arches blend in well with the vibrant 
background graphics. 


PROTIP: P keai an eye out for secret et high-in- 
the-sky platforms. You can jump on them to 
get bonus hearts, 1-ups, clocks to increase 
your time limit, and high scoring Arches. 


Lak, j x Gio hy ee ae ean) 


PROTIP: Don’t fret if you can’t reach 
those high up hearts, 1-ups, and Arch- 
es, If you have patience and keep 

jumping, you'll get your well deserved 

reward, 


Once you reach the end of a level, Ronald 
urges you on with his checkered flag. 
The 11 bonus rounds force you to recy- 

cle. (We should all being doing it any- 
way.) You have to catch falling 
newspapers, aluminum cans, and 
glass bottles, and put them in their appro- 
priate containers before the next piece of 
debris falls. The rounds get progressively 
harder, of course. 


RamePro’s 16-Bit/CD-ROM Video Gaming ¢ January 1993 


High prmere laxios go to those who recycle 
PROTIP: You can’t jump on the pipes in 
Toxitown. You'll plunge to a smoggy death 
if you try. 

The sound effects and graphics are 
good enough to make Ronald proud. 
Mick and Mack scream “ouch” when 
they're hit and “ awesome?” or “cool” 
when they get high-scoring items. The 
music is good, but a little repetitive. The 
graphics are un-McBeatable! The 
McDonalds references are there, but mini- 
mal. If you linger too long in any one 
place, Mick and Mack start blowing bub- 
bles with their bubble gum, or they wiggle 
their eyebrows. So, keep up the pace. 


Keeping the Earth litter and pollutant free 
is a dirty job, but everyone’s got to do it. 
Mick and Mack just make it gallons of 
fun. So, do your part, by joining the 
Global Gladiators. 


Global Gladiators by Virgin Games 


Graphics oes FunFactor Challenge 


Sound 


$59.99 
8 megs 
Available November ‘92 


One Player 
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truth, justice, and the Sega 
way — Gilius Thunderhead, 
Ax-Battler, and Tyris-Flare - were bored to 
pieces. Since they double executed 
Death Adder and Death Bringer in Golden 
Axe they had little to do but sit around 
campfires and brag about their accom- 
plishments to disbelieving audiences. 

Then suddenly a cloaked messenger 

stepped out of the shadows and pro- 
claimed, “The Golden Axe has been 
stolen from the weapons vault once 
again. Our king has summoned you to 
defend our country from the deranged 
creatures of Dark Guld.” The companions 
slowly nodded, fastened their sheaths, 
and prepared for a return to Golden glory. 


Brawl Buddies 


Old hacks will find Axe II’s gameplay 
nearly identical to its predecessor, a side- 
view blade-buster set in a medieval fan- 
tasy-land. Two versions of “Axetion” are 
available: the Duel, a player-versus-player 
or player-versus-computer practice ses- 
sion and, of course, the Normal arcade- 
Style game. You can go it alone, but the 
two-player simultaneous mode is twice 
as fun and double trouble for the ene- 
mies. Unfortunately, it’s also doubly 
difficult for you because two heroes must 
share all three continues. 

Combatants choose between Gilius 
Thunderhead, a dwarfish mini-axe ace; 
Ax-Battler, a fearsome sword-slinger; and 
Tyris Flare, a master of amazon fighting 
techniques. Each character has personal- 
ized moves and attacks, including some 
a bit different from the original Axe. 


Dark Guld’s Do-Badders 

A long trek through thick and thin terrors 
awaits our main monster-mashers. You 
must complete six stages of action 


GOLO EN: 


which span ransacked towns, creepy 
caverns, and a heavily fortified castle, be- 
fore you even get a glimpse at evil incar- 
nate himself, Dark Guld. 


im a cm Hi 
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It's not clear if Dark Guld is a new- 
name version of Death Bringer or a differ- 
ent villain altogether, but he’s got great 
taste in royal weaponry plus a batch of 
brutes to back up his foul deeds. Of 
course basic “cannon fodder” (human- 
Oids) pollute the beginning levels of the 
game, but as you progress to higher lev- 
els you'll bang shields with grave-robbing 
skeletal wamiors, tail-whipping lizard men, 
and .spell-chanting magicians. The steroid- 
Case bosses include twenty-foot tall trolls 
and headless knights in shining armor. 


Dragon Shenanigans 

Some of the smaller nasties ride mythical 
Creatures, like a fire-breathing wyrm and a 
tall-snapping beast, but you can mount 
them once you dispatch their riders. Make 
it a point to capture these scaly critters 
because your lives could depend on it. 


Ride the dragon to victory. 


Enchantment of the Axe... 


One of Axe I’s most innovative features is 
back — each character has a different sor- 
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gling death scream from Axe |, has been 


watered down to an obnoxious “blah” tate 

here. Axe Il’s challenge can be adjusted, a MO\\ Ga 
but the game is no longer than the origi- eS 3 
nal cart. A final cut against the sequel S Graphics Sound Gameplay FunFactor Challenge 
the unduly booooring end sequence. 


In a nutshell. Axe Il is a fun free-for- . 
Golden Axe Il by Sega of America 
all which may not be a step forward for Price wee Available — 


Axoholics, but isn’t a step backward, e!- Available January ’92, 4 megs 
ther. Any complaints are in 


cerous ability which you can use as a 
last-chance neck saver. Knock out the 
wizards and: grab their spell books — each ‘ 
one boosts your magical strength. Gilius oe ex oi i 
and don’t overly de- 
can master Earth magic up to a power of tract from an Giher 
three, Ax-Battler’s tornados reach level 
four, and Tyris knows fire to the power of 
seven. The spells look different from Axe | 


“| 


wise solid slice-n- 
dicer. So if 
you've 

got an 
axe to 
grind, 
even if it’s a bit 
rusty, grab a 
friend and take 
a swing at 
Golden Axe Il! 


- 


Unleash the Amazon’s furious Phoenix. 


illustration: An. Rui 


but have the same damaging effects. A 
new option enables you to use only a 
portion of your incantations instead of the 
whole ia at once. 


Axes to Grind 

We know you've been “axeing” for Gold- 
en Axe Il for ages, and yes, its awel- , 
come addition to the Genesis library. 7 
But before you pay for your play, / 
there are a few things you should 
know. Although the graphics 
and animation are pretty nice 
by 16-bit standards, in 
some places they dont — 
live up to Axe fS-reputa- 
tion. The music is pass- 
able but sounds weak 
compared to the 
emotional, hard- 4 
rockin’ beats / 
from the original 
chapter in Axe | 
history. One 
particular effect; 

the spine-tin- ¥ 4 


. 
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GENESIS 


on By Earth Angel 


Genesis and Master Sys- 

tem gamers remember Alex 
Kidd, star of numerous Sega 
adventures. Well, now there’s a new Kid 
on the Genesis block — Kid Chameleon. 


In Kid Chameleon folks everywhere are 
playing a dangerous game called Wild 
Side. Wild Side’s hologram world creates 
a reality of its own. Lately, gamers who 
walk on the Wild Side aren’t coming 
back. It’s up to one kid —- Kid Chameleon 
— to take on Wild Side’s nasty boss be- 
fore every kid is kid-napped. No kidding! 

Kid Chameleon features multiple lev- 
els of vertically and horizontally scrolling 
action for one or two alternating players, 
who use Alex Kidd-style jumping and run- 
ning. There are four stages in the game. 
Each stage has 17 radical levels with gor- 
geous graphics and a bad boss. In each 
level, the Kid must find the flagpole to 
Clear the level. Sound easy? Not! Each 
level is a strange and mysterious world 
filled with obstacles: ice caverns, water- 
falls, and beasties such as fire-breathing 
dragons and fearsome lions. The dragons 
and lions threaten to do serious damage 
to Kid Chameleon’s health. 

It gets better. Each level is also filled 
with hidden secret rooms, tunnels, and 
other surprises. There’s more than one 
way to escape from many rounds. If the 
Kid finds a Telepad, he can use it to 
warp to other areas of a level, or even 
other areas of the game. 


Our hero, Kid Chameleon, is tough on his 
own. He runs fast, flips up onto objects, 
and jumps on top of bad guys to do 
them in (a la Alex and Mario). The Kid has 
a Life Bar and takes a hit each time one 
of the bad guys bops him. When his life is 
gone, so is the Kid. You begin the game 
with three lives and three continues. They 
won't take you too far in this game. 


PROTIP: Look before you leap! Hit Down on 
your control pad and the screen will shift, 
giving you a view of what's below. 


Fortunately, the Kid has a few tricks 
up his sleeve...err, hat. Kid Chameleon 
can use his noggin’ to bust breakable 
blocks. When these blocks crumble, they 
often reveal secret power-ups. Most of 
the power-ups are special Diamonds, 
which the Kid collects. When he’s in 
trouble, he activates their special powers 
to perform such nifty tricks as the Circle 
of Doom {kills any enemy it touches) and 
the Samurai Haze (Slows enemies down). 


Snag a clock to buy some extra time. 
Other power-ups include: Clocks (which 


add three minutes to the Kid’s time), 1- 
Ups, and Coins for extra continues. 


PROTIP: Run and make a super high jump 
fo snag tricky 1-Ups like this one in the un- 
derground tunnel of Blue Lake Woods II, 


PROTIP: Thinks looking bleak? Grab a new 
mask or hat ! Every time you do, you're ful- 
ly powered -up. Don’t forget that the Iron 
Knight can take five hits instead of three. 


PROTIP: There’s two easy Continues hidden 
in Under Skull Mountain |. The first is lo- 
cated in this pyramid of blocks near the 
beginning of the round. 


ext, © si 
The second Continue is found on this litt 
ledge halfway through the round. 
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is to grab the second power-up block and 
you'll become the Red Stealth. Then run to 
the right as fast as possible. Do not stop 
for anything! 


PROTIP: Red Stealth, the Samurai with the 
sword, can attack enemies through walls 
without any danger to himself. 


2a 
i Bee 


PROTIP: Surviving Stage 1’s Sinister Sew- 
ers is as simple as becoming Mircomax 
and heading to the lower right-hand corner 
of the level. 


It takes a while to realize that Kid 
Chameleon’s not just another pretty face. 
The graphics in the first series of levels 
are breathtaking, but the levels aren't too 
tough to defeat. As the game progress- 
es, the challenge gets tougher and 
tougher. Strategy comes into play when 
you must decide which hat gives the Kid 
the lift he needs to beat the area. Then 
you realize just how BIG the game actu- 
ally is. You start to search every secret 
nook and cranny for the power-ups that 


are going to give the Kid the staying 
power he needs to make it! 
Kid Chameleon has a clever combi- 
: Poles nation of Alex Kidd’s best games, puzzle 
6 yee i Jae oH tls strategy elements, and arcade-style ac- 


tion. The game introduces enough differ- 
. EES. ent faces to please almost all gamers. 
PROTIP: Snag this 1-Up, located just above —_ One of the hottest Genesis action to hit 


| , this disappearing ledge in Under Skull the Winter's Consumer Electronics Show, 
Every once in a while, the Kid busts Mountain I. this Kid is sure to give you your money's 


a block and reveals a Helmet power-up. hy Ki 
This is why he's called Kid Chameleon! worth, Hegeneui ns 0 yan 


These Helmets include the Iron Knight, 
the Berzerker, and the Cyclone. When 
the Kid dons a Helmet, he transforms in- 
to one of nine different characters - each 
with a unique power. For example, Mani- 
axe turns the Kid into a Jason look-alike 
who tosses deadly axes at the bad 
beasties. The Micromax Helmet turns Kid mp pea ot Es eigen, Hay. 
Chameleon into an itty-bitty bug who can PROTIP: The trick to tiriiedtt in the area 
squeeze into tiny areas and climb walls. with the moving wall (Hills of the Warrior |) 


GamePro's Game Rating System 


Graphics Sound Gameplay FunFactor Challenge 


Available now, 8 megs 


GamePro’s 16-Bit/CD-ROM Video Gaming © January 1993 23 


GENESIS . 


et REVIEW. 


ng 


«By Big Rick Stuart 

4 (Gamers - ~ beginning this 
¥ month we’re gonna’ be 

~~" asking celebs to check out 
their favorite games for you. This 

-month’s guest celeb is Big Rick Stuart, 
one of the San Francisco Bay Area’s 
hottest DJ’s. Rick’s into modem music. - 
Punk Rock and Thrash, which makes 

_ him uniquely qualified for his job of DJ 
on KITS (LIVE 106)..Rick’s also into bik- 

_ ing which is why we chose him to 
check out Road Rash by Electronic Arts. 
He currently owns two Triumph motor- 
cycles and a 1990 Honda C &-R 1000 
Sportbike. Big Rick considers himself an 
average gamer. His favonte games are 
car, motorcycle, and sports games. 

__ Thanks, Big Rick! - Ed) 


If you’ve heard. of this race cart and 
thought it sounded hot, wait until you 

Slap it into your Genesis system and 

twist the throttle! Road Rash ‘enables you 

to race a high tech sportbike against 15 

other bikers who try: to beat you to the 

finish and also try to beat you over the 

head. While you retaliate you- must avoid 

__ Cars, COWS, Cops, trees, rocks, and just 

_ about every inconvenience imaginable 
while cruisin’ the best of California's 

: backroads at 140 ek 


You ca can n junip off rocks. 
Hey Ho, Let’s Go 
Button A is for brake, Button B is for go, 


~ and Button C is for (here’s the good 
- part!) slap, punch, and kick.-Every time - 


. -. you hit the road you face 14 other Road 


- Rashers. As you try to pass by they'll 


~-puneh you in the head, kick yOUmMGd = 3 
. _ horizontal position; or, if they're nice, just 
ae oO run ye off the road, | 


- GamePro’s 16-8 


Your job is to pass as many other 
bikers as possible. Sometimes you gotta’ 


do a little bashin’. All the fighting is done 


on the bikes at full speed around cor- 
ners, flat out full throttle on straights, and 
in mid-air! The object is not to kill the 


opponent. All you want to do is pass ‘em 


and move on. If you spend too much 
time trying to eliminate the other riders, 
you waste time which isn’t cool ‘cause 
you need to finish in the top-four on 
each track to move on to the next level. 
Since there are five tracks in each level 


and five levels you've really got to. hustle. : 


PROTIP: Never soe din i to bash with your 
fellow road rashers. Go as fast as possible 
~ you've got plenty of battles aheail. 


PROTIP: Once you're in fourth place during a 


Face you may want to ride.more cautiously « 


and just keep an.eye on your mirrors. 


At each level the tracks get longer 
and the tums get tighter. The first level is 
pretty easy. It’s a good place to hone 
your Road Rash skills. 


PLATER 
CRASH si. 143 
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By the time you get to the third level 


there are faster riders, more cars in your 
Way, seaiell eas to remind you of the 


)-ROM Video 


Penal code, and other annoyances that 


slow you down...it get’s really tough. But - 
wait, there’s good news! 


PROTIP: When the parr get diet you' 
have to use the brake, Brake just before the — 
furn and power through so you can beat © — 
«full speed on the straight just after the turn. 


Keep it, Simple, Stupid! 
You don't shift. You don’t get any laser 
cannons. You don’t fight any alien mu- 
tants on sewer cycles. You DO get a 
smooth scrolling motorcycle race game. 
It’s got really hot bikes with great de- 
tailed graphics. 

The screen shows speed, tach, 
odometer, stamina meters, two mirrors, 


~ and a timer. You can see the action be- 


hind you.and watch as the riders you 
race against take each other out. 


The kind folks at EA understand that life’s 


not easy Road Rashin’ on California's $$ ——_ UAD-HASH-— 
backroads. Therefore, you can’t die while "eM ee 


you play this game. You can, however, 
run out of money! No matter where you 
finish at the end of each track you get 
some prize money. You can use the cash 
to buy better and faster bikes from the 


PROTIP: Crashing damages your bike and 


eight offered. Each bike is described on an cost you tip to 10 seconds in the race. 

the screen with info about engine, Crash! 

weight, handling characteristics, and , | cath ite ae ee afc I 

price. If you want a top of the line Diablo anti CANINE r Helmet, Let’s-Ga 

1000 it's a deal at only $25,000 (no tax’). saat Factver sean then eirainbls Balt Road Rast a fun seis font 

| ai ‘sink with the “ight away. After you get the hang of It 

———_ UAD-BASH : rst. They handle better. . You're still: challenged by the higher lev- 

——————E— ; els. Password saves enable you to pick 
Unfortunately, you're gonna’ crash. {f° where you leave off. All the grunts 


you don't crash too. much you'll make it 
to the end of the track. Each crash 
makes your bike-run a little worse and 
handle a little poorer. If you crash,out too 
much and don't finish high enough you'll 


and groans of heavy bashing and crash- 
ing are there along with tire squeals, po- 
lice sirens, and cow moo’s. No lie. The 
bikes fly in mid air, jump rocks, rip 


around comers, and look great. If you 
run out of money and the game Is over. | this meets alinost 
Boo hoo: The other way to lose money:is hs sehen ics 

all of your criteria for an instantly addic- 
to get busted by the cops. Out run ‘em os ’ 
tive motorcycle 16-bit game with a 

or it could cost you a heavy'fine. The corewhat sick twist thrown in 
good news is that, unlike real life, it's kind 
of hard to run out of money. 


* 
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it's. great! So listen up squid! Get this 
game! Put. on your leathers and I'll see you 
on the starting line. Get a good look at my 
face. You'll be seein’ the:back of my skid 
lid for the next 10 miles. Loser buys break- 
fast at Alices! (And hey, it's a game! Never - 
ride like this! But you knew that.) 


~~ 
ee Fe a 
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By Ugg the Bugg 


</%4\ It's the information age, so 

x A when communications satel- 

»” lites start dropping out of the 

Skies like flies, the world’s in BIG trouble. 
The World Criminal Police Organization 
(WCPO) calls in its best agent — you! 
WCPO HQ i.d.’s the terrorist organization 
Geldra and a rogue arms dealer Gimdo 
as the high-tech culprits. You try to ig- 
nore the goofy names, but you can't, 
yours is “Albatross.” 


Oil up those nine millimeters, gunfighters, 
Rolling Thunder is back for some hard 
hittin’ shoot-em-up action. Rolling Thun- 
der 2 by Namco builds on the marks- 
man's tradition established by the coin- 
op and the 8-bit NES versions. 

PROTIP: Classic Rolling Thunder tips - You 


can shoot foes off-screen, and just hold 
down Up to hide behind doors. 


PROTIP: Better practice jumping over shots. 


This is an excellent sharpshooter cart 
that rewards a keen shooting eye and 
quick reflexes. One or two players can 
partake in this shoot-out. You play either 
Albatross or Leila. Unlike most two-player 
set-ups, it takes teamwork to survive. 
When one agent eats it, he or she 
doesn't reappear until the other agent 
reaches a continue point on the level. 


Agents Albatross & Leila 


Gameplay is undemanding and crisp. 
The action’s spread across 11 Rounds 
each with a boss and a time limit. 


j 
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The concept is video game simplicity @ 
itself: shoot or be shot. Other than that 4% 
you Can jump up, jump down, or jump 
higher. There isn’t too much strategy in- 
volved although beating each Round re- 
quires different tactics, and you must 
duck into doors to find special power-ups, : 


Waste these grenade tossers quickly! 


weapons, and, most importantly, extra 
ammunition. Key factors to monitor ap- 
pear at the bottom of the screen: Hit 
Points remaining, Ammo, Time, and Lives. 
PROTIP: When your ammo meter runs dry, 
your pistol still fires single shots. 

This cart can be murder! Normally, 
you Can only take two hits and power-ups 2 
help you withstand a just few more. You © 
only get three lives, but Namco generously 
provides passwords as well as unlimited 
continues from the beginning of the lethal 
Round, although your penalty is seven but- 
ton presses from the Game Over screen. § 
PROTIP: Use stealth. As soon as you see ee 
bad guys at the edge of the screen, stop 
walking to “freeze” them there until you 
figure out what to do. 


PROTIP: A rolling nucleus smashes the 
neuron. 


The graphics will grab ya’. They don’t ex- 
plore new territory, but they’re nicely 
drawn and painted with bright colors. 
The main characters, Albatross and Leila, 
sport the classic Rolling Thunder look — 
thin and legay. 

The good looking sideview run and 
gun action scrolls horizontally for the 
most part, although there are multi-tiered 


Jump into action! 


areas and elevator rides. You encounter 
skullduggery in some picturesque locales, 
particularly in the bio-research labs, the 
weapons warehouse, by the Sphinx, and 
in the underground desert hideout. 


Don’t get caught admiring the graphics! 


Handgunners and grenade-pitchers 

make up the bulk of the criminal crew. 
Some foes have specialized talents for 
killing such as the Bomb Bowlers and 
the metal-shelled Roach Rollers. 


erat, | 


PROTIP: Shoot the Gimdo agents with the 
force fields (first appearing in Round 4) 
from behind. 


The bad guys put together a tough team. 
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PROTIP: Laser snipers (first appearing in 
Round 5) take four pistol shots. Hide in a 
doorway and step out and shoot as soon 
as their laser blast passes by. 


The mean zoo crew includes Black 
Leopards and the obligatory Bats. You 
have your hands full with the routine as- 
sasins, but you run into some cool-look- 
ing robot Round bosses, too. 


HISCORE 
141 


ROUND 
: ? 


Loosen up that trigger finger before you face 
the bosses. 

When you aren’t melting down your 
pistol barrel, you duck into the doors to 
search for power-ups to extend your time 
or life meters or weapons. Weapon se- 
lection is lean but mean. Your trusty au- 
tomatic does most of the damage, but 
you can snatch submachine guns, Flame 
Guns, and Shot Clusters (a high tech 
weapon consisting of six pulse lasers 
mounted on a rifle stock) from Gimdo 
weapons caches behind the doors. 
PROTIP: At the beginning of Round 8 don’t 
go for the Flame Gun right away. You need 
your pistol’s range at first. 


Rolling Thunder 2 keeps it simple. Shoot, 
duck, jump, and shoot some more — it’s 
a tried and true formula that scores again 
here. Ninja Gaiden, Strider, Shinobi — you 
can’t keep a good action game down, 
they just keep rolling along — like Rolling 
Thunder 2. 
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Rolling Thunder 2 by Namco 
$59.95 
Available January, 8 megs 


Graphics Gameplay FunFactor Challenge 
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If you’re a Genesis owner 
with a fancy for horror, 
stop, look, and listen. You're 
ae iid what Namco’s whipped up 
in their development laboratory. 

Rick, star of the original gushy, 
gooey Splatterhouse for the TurboGrafx- 
16, is back for an encore performance in 
Splatterhouse 2 for the Genesis. Once 
again, Rick's trapped inside the Mayan 
Mask of Terror. He must endure the 
questionable good/evil powers of the 
mask and use them to rescue Jennifer 
from the evil spirits who've captured her 
in Part One. 


i, oak F) ult 
Only in Your Nightmares 


Namco welcomes you to this nightmar- 
ish action/adventure with a creepy ani- 
mated sequence. It first re-hashes the 
original Splatterhouse story, and then 
sets the scene for Part Two. 

There are nine stages in this blood 
and gore marathon. Your fun begins 
when you wake-up in the yard outside 
the house where Jennifer's trapped. Bare- 
ly out of your comatose state, you're im- 
mediately greeted by the unwelcoming 
committee! They’re a ghoulish-looking 
gang with a passion for nibbling on limbs. 
PROTIP: Destroy the Stage One boss by po- 


Sitioning yourself beneath its belly and 
hammering it over and over again. 


PROTIP: You can safely walk across these 


PROTIP: | Wait until the e Stage Tv Two b boss spits 
out a purple blob. Just as the blob flies to- 
wards you, bust a jump kick into the crea- 


ture’s eye. 


Spikes, as long as they aren’t fully protruding. 
Brute Strength 


Feeling offended by the carnivorous 
greeting?! No problemo. You've got the \ 
physique of a hormone-pumped Mr. Uni- <> 
verse, plus the agile moves of a dancer. > \\. 
Your talents include: body-caving Punch- Hy 
es, Low Kicks, Slide Kicks, and Jump > 
Kicks. Put together, these moves make 
you a force to be reckoned with. 

In some stages, you come across 
an item (a Pipe, a Bone, or a Potassium 
Bomb) or a weapon (a Shotgun or a 
Chainsaw), which you can pick up and a’ 
use for protection. However, don’t expect \ 
these formidable aids to make your jour- 
ney a cake walk. Each item and weapon 
iS available on a temporary basis, and 
they can’t be used in combat against 
Stage bosses. 


The Pitter Patter of 
Splattering Feet 

Once you make your way through the 
“garden of bleedin’,” it’s back into the 
house of horrors via a secret elevator. 
From here you fight your way through var- 
lous rooms in the house. About halfway 
through the house, you encounter Jen- 
nifer's spirit. Don’t let this fool you into 


28 GamePro’s 16-Bit/CD-ROM Video Gaming © January 1993 


thinking you’ve won the war. Just as you 


snatched back into the pits of doom. Par- 
ty on to the murky swamp and a 


psychedelic pit of purple flames. 


wait for it to retreat. The ghosts have a re- 
verse effect on your gameplay controls. At- 
tempting to move may confuse you and 


Aside from the occasional severed arm 
and man-eating tadpole, the majority of 
your battles are fought against three 
main types of creatures: Zombies, 
Sereaming Mimis, and Ghouls. When 
4 You hear the Mimis scream, you’d swear 
ji they’d voice trained with Michael Jack- 
son. The Zombies and the Ghouls, on 
the other hand, are just plain foul. Their 
collective forte’ is spitting rotting gobs of 
flesh at you. Yum, yum! 

One-on-one, these creatures aren't 
terribly menacing. Unfortunately, they tend 
to travel in packs. This makes the going 
pretty rough. However, you soon come to 
appreciate these large gangs of enemies, 
a especially if you love a good “gross-out.” 

a Each time you deal a fatal blow to a crea- 
ture, you get the fully detailed, technicolor 
__ effect of them splatting and oozing in ev- 


reach out to grab her - WHOOSH - she's 


PROTIP: Keep a close eye on these glass 
cases. If one begins to vibrate, take it as a 
sign. A Zombie is about to break out and 
attack. 


Good to the Last Chop 

lf you missed out on the fun of the origi- 
nal Splatterhouse, don’t miss out on 
Splatterhouse 2. It's a bit on the gooey 
side, but don’t let that bother you. If you 
can’t appreciate Splatterhouse’s gross- 
out factor, you can surely appreciate its 
other redeeming qualities, which include 
awesome graphics, neato sound effects 
and music, mondo challenge, and non- 
thumb-threatening character control. 

If you’ve ever wanted to seek re- 
venge on all those early childhood closet 
monsters, now’s your chance to do it vi- 
cariously through Splatterhouse 2. Good 
to the last splat! 
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Splatterhouse by Namco 

$54.95 
Available July '92, 8 megs 


He's loud. He has a wicked 
: - / temper. He slobbers every- 
AES” where. He eats anything he 
can get his paws on, but you can’t help 
but love him for every last obnoxious 
vice. Who is he? Hint: he’s Bugs Bunny’s 
favorite beast to burden with cruel tricks. 
The Tasmanian Devil - Taz for short - 
comes to 16-bit technicolor life thanks to 
Sega. This awesome looking adventure 


a 
+ 


is entitled appropriately, Taz-Mania. 


Word has it that a single seabird egg 
will feed a family of TD’s for a long time. 
We all know how grouchy Tasmanian Dev- 
ils get when they’re hungry...which is 
always! In this crazy, one-player, action- 
packed game, Taz sets out to find the leg- 
endary Tasmanian Seabird’s nest in order 
to snag an egg for his hungry family. 


PROTIP: Spin throug 
from eating them. 


A Loveable Beast 

Taz-Mania has six stages — each with 
multiple parts. Taz hunts through the 
Badlands (a nuclear-esque wasteland), 
the Acme Factory, the Jungle, Iceland, a 
Mine, and the Taztec Ruins. 


30 


Each stage has its own set of biz- 
Zaro Creatures and quirky (though cool) 
tunes. For example, in the Jungle, Taz 
comes face-to-face with grass-skirted, 
spear-chucking pink mice. Weirder still 
are the Rock Monsters he encounters in 
the Badlands. These creatures attempt 
to entrap Taz with their slimy tongues, 
which make an incredibly annoying gui- 
tarish twanging noise as they unfurl. 


Until Taz reaches the eggs, which isn’t ‘til 
the bitter end, it’s more or less a game of 
survival. The more enemies Taz tackles 
and the more power and food items he 
collects, the better his chances are of 
staying healthy enough to beat the stage, 
the bosses and, ultimately, the cart. 


eps Toy yh) At wats yay ayy 
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Appetite for Destruction 

Taz’s appetite makes him his own worst 
enemy. If it isn’t too big or anchored 
down, Taz will slip it down his gullet. For 
instance, when Taz chows down on fire 
power items, such as Chili Peppers, it 


gives him dragon’s breath that’s guar- 
anteed to incinerate any enemy. How- 
ever, if he chomps on Bombs or No 
Weed, he gets a rip-roaring tummy 
ache, that can cost him a life if his life 
meter is running low! 


fu? GORG0 


An Offering to the Gods 


Options are a gamer’s best friends and 
Taz has a lion’s share to offer. The 
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Jump, Spin, and Action button com- 
mands (which enable Taz to breathe fire 
and lift items) can be adjusted to corre- 
spond to any button sequence. There’s 
also a practice mode that enables you to 
explore five different stages with minimal 
enemy pestering. In addition, there are 
two difficulty settings, Easy and Hard. 
Lastly, when the local hoodlums sap your 
life supply (three lives), you can tap into 
three continues. 


So, what good are options if the 
game control stinks?! Rest easy, Taz- 
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masters, this devil won't let you down. Ani- 
mated toothy snarls and impatient foot 
tapping are a part of Taz’s graphic reper- 
toire. However, as any Warner-watcher 
knows, the good-looking Tasmanian spin 
is Taz’s forte, and it’s more than just a 
whirlwind way to make fast tracks. Taz can 
use it to wipe out everything in his path. 
However, watch yourself when you launch 
into a spinning frenzy. At full speed, you 
scorch the dirt. Unless you know 
what’s ahead, you probably 
won't be able to put the breaks 
on fast enough to save yourself 
from disaster, like flying off an 
unseen cliff! 
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A Fine Furry Friend 
A major thumbs up to Sega (and 
Warner Brothers) for a job well 
done. Taz-Mania rates an A+ for the 
crystal clear graphics and smooth ani- 
mation alone. Taz truly looks as if he’s 
stepped right out of a WB cartoon. More 
importantly, Taz-Mania has the fundamen- 
tal elements that make a game worth its 
asking price: great game play, worthy chal- 
lenge, and a good story line. The one thing 
Taz could use is an extra level or two. Per- 
haps a sequel could take care of that’?! 
Overall, Taz-Mania is a solid Gen- 
esis title that any Taz fan should seri- 
ously consider adding to his or her 
game library. It’s devilishly good fun. 


Taz-Mania by Sega 
Graphics Sound Control  FunFactor Challenge 
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By Speedy Buns 


BS 3) This single player run-n-gun 
WO) arcade-style shooter begins 

oO) in Los Angeles, circa 2029. A 
nuclear holocaust triggered by rebellious 
machines has shoved the human race to 
the brink of extinction. One human, John 
Connor, is leading his fellow beings in a 
successful revolt against the mechanoid 
monsters. In an effort to stop the uprising 
the machines send Cyberdyne System 
Model 101 - alias The Terminator - back 
in time to destroy Sarah Connor before 
she can give birth to John. As futuristic 
guenilla fighter Kyle Reese your mission is 
to travel back in time to 1984, find Sarah 
Connor before the Terminator does, and 
Save her unborn son. 


One Life to Live 

Hey, if the plotline sounds complicated 
don’t worry, because the gameplay isn’t. 
Beating Terminator’s six horizontally and 
vertically scrolling levels is all about sur- 
vival of the fittest - shoot and run to- 
wards the end of the level. And if you 
Survive you really are fit - the game has 
four difficulty levels ranging from Easy to 
Very Difficult, and you’ve only got one life 
(no continues, no passwords, no return!). 


To defend himself against menacing 
machine and human foes Reese arms 
himself with several different kinds of 
weapons. In the Future, Reese lobs an 


unlimited supply of Grenades at the ma- 
chines. He can also snag Time Bombs by 
picking up Bomb icons hidden in different 
areas of the level and grab a Machine 
Gun about halfway through Level 1. When 
Reese travels back in time to 1984 his 
defense is limited to a sawed-off Shotgun. 


Hasta La Vista Baby! 


Each level mirrors the original Orion Pic- 
tures flick. In Level 1 Kyle battles his way 
to the heart of the Terminator headquar- 
ters and destroys the master computer, 
Skynet. Then he makes a break for the 
time-travel machine that sends him back 
to 1984. 
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In the three different areas of Level 2 
Reese returns to Los Angeles in 1984 
and searches for Sarah Connor. He's 
trailed by police, bomb-tossing SWAT- 
team members, and missile-firing chop- 
pers across the roof-tops of LA. Reese 
finally tracks down Sarah in the TechNoir 
Bar — but so does the Terminator! 


Level 3 takes place inside the Police 
Station where the cops have slapped 
Reese into a cell. He’s got to search the 
entire station until he finds Sarah. The 
Terminator’s hunting too! 


The climactic battle takes place in 
Level 4. Reese destroys The Terminator 
in a huge fire - or so he thinks. The 
flames merely expose the metallic skele- 
ton of The Terminator which returns for a 
final battle through a factory. 


He’s Back... 

Game connoisseurs will note that The 
Terminator, which was programmed in 
the UK, features a distinctly European or 
“Amiga” feel, including a lack of big-boss 
battles at the end of each level. Although 
the gameplay is slightly sluggish in spots 
The Terminator is a satisfying, super- 
tough challenge for those who enjoy a 
game where the main strategy is simply 
to make your way to the end without be- 
ing destroyed. Digitized graphic screens 
of actual scenes from the movie give this 
shooter a nice polish. Sure he’s already 
been back on both the big and little 
screens in Terminator 2: Judgment Day - 
but that shouldn't stop you from getting 
yourself terminated one more time. 
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By Jinky the Monkey 


=p Unless he is stopped, Bal- 
dour the prince of evil will 


od” bee again awake from his 
state of dormancy, descend upon Earth, 
and relentlessly terrorize all living crea- 
tures. Only one woman can put an end to 
Baldour’s reign of terror - Alisia Dragoon! 
Alisia’s gathered together a band of 
fighting Monsters. With them by her side, 
she sets out to find Baldour’s cocoon and 
destroy it before he stirs from his sleep. 


The Long Road to Victory 

Alisia Dragoon is one of the finest looking 
Sega products of the year. Seven rough- 
and-tumble stages, and the final faceoff 
round with the supreme dirtbag himself, 
Baldour, keep Alisia and her monsters up 
to their eyeballs in action. 


An Electrifying Woman 
Quick and nimble, Alisia’s capable of 
jumping and ducking. While in motion, 
she can also launch impressive electrical 
jolts called Thunder Magic. From the 
get-go, Thunder Magic easily fries ene- 
mies. However, by collecting Level-Ups, 
Alisia’s thunderous blasts become even 
more devastating. 

Other tasty power-boosters include: 
HP Ups which increase the number of 
hits Alisia can take; icons that provide her 
with temporary invincibility; and Potions 
which restore her life meter. 


Jumping to ledge , | 


PROTIP: In Stage 2, make your way to the 
third staircase. Before you descend, jump 
over to the ledge on your immediate right. 
Move along this passage until you hit an 
area with gray stone columns. Jump up to 
land in a secret chamber that’s filled with 
goodies, 


Alisia’s monstrous companions each have 


their own unique fire power. You can call 
upon a Monster whenever you choose, 
or you can travel alone. Monster’s are ac- 
cessed via a menu, which appears in the 
far right corner of your screen. 

Although they never stray far from 
your side, Monsters march to their own 
drummer by flying around and launching 
attacks at will. At times, Monsters will 
even jump right into the line of fire. Un- 
fortunately, they aren’t impervious to 
damage. In fact, they can be fatally 
wounded. It’s up to you to build up each 
Monster's Hit Points, as well as distribute 
life-restoring Power-ups to them. 

If you blow it and one of your Mon- 
Sters bites the dust, all’s not lost. If you’re 
lucky enough to find one, you can revive 
a deceased beast via Revive icons. 


PROTIP: Be siictacsst to move » back quickly 
when you blast the floating rock creatures. 
They shoot deadly shrapnel in all direc- 
tions when they explode. 


PROTIP: ‘ivtas the first level, bull eck of 
Alisia’s Monster's Hit Points up to Level 
Three. 


PROTIP: Travel alone ees heed malied te: 
va areas of Stage Five. Monsters take dam- 
age when they fly anywhere near lava. 


Monster Mash 


Alisia Dragoon is one monster party that 
Genesis players won’t wanna’ miss. It’s 
loaded with all the good things you want. 
You can expect handsome graphics, re- 
sponsive game control, and thumb-burn- 
ing challenge. Go ahead, behave like a 
monster. Alisia will love you for it. 
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Alisia Dragoon by Sega 
Available now, 8 megs 
$69.95 


Graphics Gameplay FunFactor Challenge 


34 GamePro’s 16-Bit/CD-ROM Video Gaming January 1993 


eee 


GENESIS. 


ee: 
S76) 2% Too hot for just the NES, 
. o>) The Simpsons: Bart vs. 
= the Space Mutants is now 
available to razzie and dazzle 
Genesis players. Bart and his 
family are back to battle slimy, 
putrid space monsters that have 
infiltrated the town of Springfield! 


Doin’ the Bartman 


Space mutants have taken over 
the bodies of Springfield’s towns- 
folk and are collecting specific 
Earth items to construct a weapon 
that will enable them take over the 
planet! When Bart slips on his X- 
ray glasses, he sees the creepa- 
zoids for what they really are! The 
Bartmeister’s on his own in this 
moderately paced, action side- 
scroller. He’s got to free the pos- 
sessed neighbors, remove the 
coveted items, and convince his family 
that the alien menace is for real 

Each of this game’s five levels takes 
place in a different part of Springfield. In 
each level, while working against the 
clock, Bart must seek out purple colored 
items and either cover them up or spray 
paint them red. The Springfield Shopping 
Mall offers a bevy of hats. The Krustyland 
Amusement park is full of innocuous bal- 
loons. The Springfield Museum of Natur- 
al History houses valuable “Exit” signs 
coveted by the aliens. The Springfield 
Nuclear Power Plant holds power rods, 
which Bart must collect and return to the 
reactor! Also, if Bart collects enough let- 
ters to spell out a family member's name, 
they will come to his aid when he comes 
face-to-face with an alien Level Boss. 

You need sharp reflexes to succeed. 
Many of the objects Bart needs are clev- 
erly hidden and require quick, tricky 
jumps to reach. 


Deja Vu or New? 

The Genesis version looks and 
plays almost exactly like its NES 
counterpart. However, the Gene- 
sis’ 16-bit horsepower gives this 
version a definite edge on graph- 
ics and music. These twin ten- 
dencies also mean that all the 
boffo tricks and tips NES players 
(see p. 32 — April ‘91 issue) have 
discovered work for bro-Genesis! 
So, NESers, keep your traps 
shut and don’t ruin the surprise 
for the Genesis vidiots. 

Although the graphics and sound 
don’t tax the Genesis’ capabilities, this 
cart is visually enjoyable and challenging. 
The Simpsons: Bart vs. the Space 
Mutants is simple in plot, but full of 
enough twists, turns and surprises to 
delight and frustrate you! So what if it’s 
the same as the NES version?! Don’t 
have a cow, man!! 


Power On, Dude 

Fortunately, there’s an abundance of 
bonus items and Power-ups to aid the 
Bartman. Collect hidden Krusty the 
Clown icons and/or 15 coins to earn a 1- 
Up. Weapons such as cans of Spray 
Paint, Slingshots, and Dart Guns, and 
special items such as Keys, Whistles, 
Wrenches, and Rockets also come in 


The Simpsons: Bart vs. the Space Mutants 
by Acclaim 


Graphics Sound Control § FunFactor Challenge 
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Advanced 


“ep : Price not available Adventure 
handy. It requires clever thinking to figure 4 megs One Player 
out where and how to use these items. paltaine now 


Experimentation is the key to success. 
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By Feline Groovy 


Chuck Rock’s committed a 
major land-of-the-lost faux 
paux — he’s lost his lady. Yep, 
Chucky let his guard down and a fellow 
stoner, Garry Gritter, jumped in and heist- 
ed Ophelia. If Chuck is ever going to be 
respected as a caveman and rock musi- 
cian in the prehistoric community again, 
he must rescue his beloved cave-gal. Fu- 
rious and womanless, Chuck lumbers off 
into the wild and wooly dinosaur infested 
jungles to begin his journey. It’s a long 
way to the top if Chuck wants to rock 
and roll — this Stone Age adventure by 
Virgin Games covers 15 territories. 


Prepare for complete visual and audio 
distraction! The graphics and the tunes, 
which by the way are different for every 
level, slam down on your senses like a 
ton of bricks — they’re outrageous. 


ee Wr ue 


nd of the un-dead. 


Chuck’s not exactly, well, Olympic 
triathelete material. His less-than-luscious 
body proves to be a very valuable asset, 
however. Belly-whomping — is Chuck’s 


tect Chuck from rock-rainshowers. 
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Claim to combative fame, but it requires 
some skill to perform, if you have the 
stomach for it. 

The drawback to Chuck’s abdominal 
blasts is that they lack range. In other 
words, Chuck must get within dino- 
breath distance of his enemies in order to 
make belly-to-body contact. Prepare to 
take some time to grow accustomed to 
this unwanted closeness. If you find your- 
self in a tense situation, you can resort to 
Chuck’s other talents, which are “chuck- 
Ing” boulders and jumping and kicking. 
PROTIP: Chuck loses most of his uumph to 
jump while he carries large boulders. He 


can, however, use them as stepping- 
stones to reach high ledges. 


Even cave people in the video dimension 
must fulfill a few basic needs, and Chuck 
Is NO exception. When he’s not wrestling 
with a Pterodactyl or a man-size amoe- 
ba, Chuck must make use of those few, 
precious seconds to grab hold of meat 
hunks and hearts. 


PROTIP: Keep Chuck under water just a lit- 
tle too long and, well, he sinks like a stong 
— permanently. 
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PROTIP: Your best bet to give the 
boxing Tyrannosaurus Rex a run 
for his money is to position 


Chuck on the top platform and jump, kick, 
and turn as quickly as you can. 


Take a walk on the wild side with Chuck 
Rock. This game’s worth the bucks for 
the music and graphics alone. From the 
standpoint of challenge and gameplay, 
it's middle of the road — not too hard and 
not too easy. Take the time to listen 
through the full semi-animated music se- 
quence Chuck and his rock band play 
during the title screen. You won't be dis- 
appointed. Move over Rolling Stones, the 
real roots of rock and roll are here. 
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Chuck Rock by Virgin Games 
Price not available 
Available Jan ‘92, 8 megs 
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ck>_ By The Spam Weasel 
: s\ If you ever played with 


men, you'll enjoy Desert 
Strike by Electronic Arts. Unlike the few 
military strategy carts available, this heli- 
copter game requires more action than 
originally thought — that is if you want to 
survive four hellacious missions. 

You survey the terrain from above 
your chopper, and then maneuver in any 
direction. You launch Hellfire Missiles, re- 
lease Hydra Missiles, and fire Chain 
Guns. You have limited ammunition, so 
keep hunting for ammo crates. Your fuel 
supply is also scarce, but that’s findable 
too. To aid your missions, your chopper 
has a detailed map that pinpoints ap- 
proximate locations of enemy targets, fu- 
el, ammo, and landing sites. 


Don’t Fire ‘Til You See the 
Whites of Their Eyes 

The screen in Desert Strike scrolls 360 de- 
grees. However, you can only see a small 
portion of the landscape at a time. Luckily, 
enemies won't acknowledge your pres- 
cence until you’re almost ontop of them, 
which works to your advantage. You can 
literally fly rings around them. 
Mission: Impossible 

There are four scenariossin Desert Strike, 
and all of them are pretty difficult. You'll 
start by trying to find a lost intelligence 
agent, as you decimate the enemy's air 
capabilities. In Mission Two you must 
rescue political prisoners and RO.W-s, 
plus locate and destroy S.C.U.D. missile 
launchers. In Mission Three, your job is 
to rescue U.N. inspectors then destroy 
some biological weapon plants. If you 
get that far, the locations of enemy 
ICBMs will appear on your mission map. 


$5 
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The enemy’s missile launchers are hidden by 


the desert sand. 


However, you’ve got to find them under 
the sand. As you know, there’s no short- 
age of sand in the Middle East. 


THE 
RS! 


Apocalypse Now! 

When | play this cart, | end up humming 
“The Ride of the Valkyries”. You Know, the 
song playing while helicopters blast the 
Vietnam beaches in the movie “Apoca- 
lypse Now.” This game will remind you of 
that famous scene...plenty of action and 
explosions. There’s even enough military 
strategy to keep junior generals happy.. 
Desert Strike may be capitalizing on an 
unfortunate event of this past year, but it's 
such a well-made video game that you 
probably won't mind. 


GamePro's Game Rating System 


Graphics Sound Gameplay FunFactor Challenge 
Desert Strike by Electronic Arts 
$49.95, 8 megs 
Available March 
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Evander 
Holufield $ 


Sega scores a solid KO with 
Evander Holyfield’s “Real 
<Z~ Deal” Boxing. Hands...err 
gloves down, this is one of the most enjoy- 


able boxing games for any home system! 


Whatsa “Real Deal?” 


Real Deal showcases “real deal” graph- 
ics. They’re extremely well-rendered and 
lifelike. From Evander’s image on the 
photo-realistic startup screen to the 
babe-o-rriffic, bikini-clad model announc- 
ing each new round to the gruesome 
spurts of sweat and blood when some- 
one gets rocked, it’s clear that Sega’s 
video artists went the distance for every 
pixel and sprite. 


The cart’s best feature, however, is 
the ability to create your own fighter 
almost down to his toenails! Choose 
between right- or left-handed, the pig- 
ment of his skin, the tint of his hair, the 
color of his trunks, the shape of his head 
and a snappy fight name. Each hard- 
earned victory enables you to add units 
to your fighter’s Attributes. Not being able 
to save your boxer is the cart’s low blow. 


The action in the ring appears in a 
unique third-person perspective that 
mimics a camera moving completely 
around the perimeter of the ring. 
Although the boxers are seen waist up 
from the side, they move freely through- 
out the ring. A handy overhead map 
charts the position of each fighter. 


Murder da Bum! 


Game play emphasizes rhythm between 
punching and blocking. The controls are 
silky smooth as well. Unlike arcade fight- 
ing games, which emphasize nonstop 
action and radical moves, these fighters 
(like real-life boxers) can only punch so 
fast and take so many blows. You throw 
left and right jabs, hooks, and uppercuts 
at the head or the body. You block either 
high or low. 


Contenders and Bums 


Real Deal’s stable of fighters is a knock- 
out! Choose a Single-player, Two-player, 
or a Computer vs. Computer fight with 
30 different boxers to choose from. Each 
boxer is ranked according to a fight his- 
tory and ratings in four Attributes: Power, 
Stamina, Speed, and Defense. 
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Three-minute rounds can range 
from three to 12 rounds. At the end of 
every round, judges award each fighter 
up to 10 points. You can win either by a 
KO (Knockout), a TKO (Technical Knock- 
out), or by out-pointing the other fighter. 


It’s a Hit! 

Evander Holyfield’s “Real Deal” Boxing is 
the champ! One-player mode is 
extremely challenging, but the two-player 
action is the most fun. It’s the perfect 
way to take out your frustrations and set- 
tle old scores! This cart stands on its own 
with or without Evander Holyfield’s 
endorsement. This IS the Real Deal! 


Evander Holyfield’s “Real Deal” Boxing 
by Sega 


Graphics Sound Control  FunFactor Challenge 
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Advanced. 


$49.95 Sports 
4 megs One-Two Player 
Available August ‘92 


F-22 Interceptor by Elec- 
tronic Arts is a top notch 
Genesis jet combat flight 


H ° . 


simulator — in fact it’s the only Genesis 
flight simulator patrolling the video air- 
ways. And that’s “flight simulator” not 
“flying game.” This cart isn’t at all like ar- 
cade aerial shoot-em-ups such as After- 
burner or Air Diver. 


In F-22 you really must “fly” to survive. 
For example, taking off, landing, and re- 
fueling in mid-air are all potentially fatal 
operations for greenhorn pilots. You can 
stall the aircraft or fly into the sun so that 
you're blinded by the glare. Turn too 
tightly and G-force slams you with black- 
outs and red-outs. All this can happen 
before anyone starts shooting at you! 


Here’s how you see most of the action. 


Be prepared to log massive flight 
time. You fly in four theaters — the United 
States, Korea, lrag, and Russia — each 
containing a whopping 30 missions. Create 
your own tactical nightmares with the Mis- 
sion Generator or try the Aces’ Challenge 
where you take on two and then four aces 
simultaneously. 


The cart’s looks are polished and familiar. 
The graphics are polygon-based like 
many personal computer flight simulators 
and aerial coin-ops, but F-22 supple- 
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F-22’s polished polygons. 
ments the basic visuals with slick animat- 
ed story sequences, sharp equipment- 
selection screens, nice 360-degree scans 
of the jet, and a moritfying “killed in ac- 
tion” scene. 

The sounds are cool, too. Digitized 
vocals bark wamings and command you 
to shoot. Live jet engine noise, and mis- 
sile thumps keep you on guard. 


F-29's controls produce precision flying, 
That’s great, but at supersonic speeds it 
also means they’re sensitive. You Can pi- 


lot the jet from three views. Most of the 


time you'll rely on the first-person cockpit 
look. There’s a wide-angle Heads-Up 
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the jet. 


PROTIP: Use the different view options. 
Chase is good for ground attacks. H.U.D. is 
good for dogfights 


The cart’s great attention to detail ex- 
tends to the armament. Cannons are 
standard equipment, but you can also 


on 
vm" 
ee 


Eeamissiles on ground tat 
s-"enlit.in both cases they aren’t as accurate, 


Modify the game to match your flying skill. 
outfit the F-22 with six types of missiles 
from the real-life Air Force arsenal includ- 
ing Sidewinders, Sparrows, wire-guided 
TOWs, and television-guided Mavericks. 
PROTIP: TV guided missiles can be tough to 


control. Get as close to the target as you 
can before you launch them. 


All the hardware is essential. The ac- 
tion is intense when you run up against 
nasty waves of MiGs, choppers, mobile 
missile launchers, tanks, and surface-to- 
air missiles. Expect defeat — often. 


PROTIBeAfterbumers enable you to outrun 
anything, but they chug fuel like crazy. 
PROTIP: To elude missiles Bank hard right 
and then hard left. Contuge héat-seeKers 
by heading into the sumand then banking. 
PROTIP: in a pinch fe use air-to-air 
and vice versa, 


F-22 is a good flight simulator by any 
standard. Fledgling fliers will have a heck 
of a time trying to master the controls and 
fiddling with the options. However, veteran 
video jet jocks will go supersonic! The 
Mission Generator alone is inspired. Take 
off with F-22, you may never come down. 
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By Captain Controller 
rele} 


KS), Yer arude boy surfer dude 
eAy) named Greendog just out 

X69 catching some surf. Then, a 
totally radical wave dumped you into the 
sand. Gnarly! Now you’ve got this totally 
excellent gold pendant hanging around 
your neck. Bummer, it won’t come off! 
Babelicious Bambi, your bikini clad 
buddy, tells you that the pendant’s there 
to stay until you find the lost Aztec trea- 
sure. What’s more, dude, no more riding 
the waves until the treasure’s found. 


Surf’s Up 
Ya, mon! In this one-player, side-scrolling 
action/adventure game, you’re gonna 
have to search six Carribean islands 
(each with two areas) to find the six 
pieces of the missing Aztec treasure. 
Cool, cool, cool graphics and a hint of a 
Rastafari beat in the tunes give this game 
an island feeling. Jolly, mon! 

Everyting es copasetic with game 
play that’s kind of hop ‘n’ bop, but 
Greendog doesn’t do the bop. On the 
different islands, you'll have to swing 
from vines, hop across rivers, explore 
caverns, skateboard around dangerous 
obstacles, and scuba dive in an aquari- 
um. Io travel between islands, you fly a 
pedal-copter. 


PROTIP: Sometimes your path is blocked by 


a stone wall that’s guarded by a monster- 
head statue. Toss your frisbee into the 
monster's mouth and the path will open. 
Watch for decoys. 


Beached 


Much respect, mon! All you’ve got to protect 
you Is your flying disk. The pendant tells you 
where to go, but it also drives other living 
creatures bezerk-o when you go near ‘em. 
On every island there’s a hungry hoard of 
wacked-out creatures, like piranhas, crabs, 
Starfish, and voodoo witch doctors. 

But hey, dude, the gods are smiling 
on you. You'll uncover power-ups when 
you peg stone idols with your flying disk. 
For example, an Umbrella Cap gives you 
invincibility for a short time while you 
wear it. A Golden Frisbee spins into 
autopilot and automatically hits enemy 
characters. Even better, chow down on 
food power-ups, such as soft drinks and 
burgers, to restore your health. 


PROTIP: To beat the wall of rotating stone 
heads at the end of the first island, use 
> your flying disc and fire rapidly at the 
head shooting at you. Dodge their fire 
and knock them off one by one. 


Jah Be Wit You, Mon! 


Although each radical island’s gorgeous 
and offers a mondo number of different 


challenges, some stages in Greendog 
are easy and seem more fun and comi- 
cal than challenging. Other stages (like 
the Aquarium) present some unique situ- 
ations, such as scuba diving, that give 
Greendog a cool twist. 


PROTIP: In the Frum if you get sucked 
up into a vacuum pile, you'll find yourself 
back at the beginning of the stage. Wait 
until the vacuum turns off, then jump and 
Shoot your flying disc at the same time. 
(Perfect timing is critical.) You can tell 
when the vacuum is switched off by 
watching the seaweed under the pipe. 

What this light-hearted action/ 
adventure game has are superior graph- 
ics, cool character animation, original 
game play, and upbeat music that keeps 
you rockin. Beginning and intermediate 
gamers will find enough challenge to 
keep them entertained. Advanced 
gamers will find the game’s graphic and 
humor elements more entertaining than 
the obstacles. Check it out! You just 
might find yourself feelin’ irie in a 
Skankin’ style! 


Greendog by Sega 
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Xe , Hey, all of you contact sport 
t ny fans out there, great news! 
_L3™ The action-packed arcade 
smash, Pit-Fighter, is on its way home 
with just as much fist-pounding excite- 
ment as its quarter-crunching big brother. 
Tengen’s done an amazing job of 
animating the digitized graphics; it’s so 
close to the arcade version you can feel 
the bodyheat. Slammin’ simultaneous 
two player action puts you and a friend 
into the video-skins of one of three char- 
acters to live the life of a Pit-Fighter and 
travel to seven sleazy underground lo- 
cales in search of the ultimate fight — the 
one with the biggest cash prize! 


The Challengers 

The three Pit-Fighters made the trip from 
the coin-op, as did their bust-em-up Su- 
per Moves. You or your buddy can 
choose: Kato, a martial arts master, Ty, a 
champion kickboxer, and Buzz, an ex-pro 
wrestler. In two-player mode you can’t 
double-up on a character. 

Kato’s normal moves consist of a 
jump-kick, a front kick, a reverse kick, a 
straight-forward jab punch, and a head-lev- 
el elbow strike. A super quick, rapid fire 


6 tamer “pirtpeeaeged 


Kato versus Southside Jim. 


Buzz & Kato battle Southside Jim & Mad Miles. 


chest-punch is his special move. And, 
when an opponent's down, he uses a two- 
handed downward blow to finish the job. 
Ty's moves include a jab-kick, a 
flying jump-kick, a forward jab-punch, an 
upper-cut punch, and an awesome head- 
banging knee slam. He launches into a 


super Flying Double Kick as a special 
move. To put ‘em out for the count, this 


Ty’s special Flying Double Kick. 


Last, though nowhere near least, 
there’s Buzz with his two special moves. 
Move Number One sends opponents 
Sailing right over his head before gravity 
takes over. With move Number Two, 
Buzz grinds em’ into the dirt with a pile 
driver. His normal moves consist of a 
head-butt, a forward punch, a side-kick, 
and a jumping side-kick. Finally, when he 
downs an opponent, he performs a gut- 
wrenching knee drop to take ‘em out! 


Buzz beats on Angel 

If fists and feet aren’t making it, try a 
weapon. You find nine types including 
Shurikans, Knives, Bar Stools, and even 
Motorcycles! 


Some Ugly Competition 

You trade blows with a gross gang of op- 
ponents during your quest for fame and 
fortune. These brutes are as ugly as 
nasty-looking as their names sound: the 
Executioner, Southside Jim, Angel, C.C. 
Rider, Chainman Eddie, Heavy Metal, and 


Waste these two Chainmen in Round 10 to 
reach the final challenge 

Mad Miles. Be prepared to face some of 
those ugly mugs more than once, too. 
Pound through all 10 matches, emerge in- 
tact, and you’re rewarded with...more vid- 
eo-world pain. It’s a no-go on the dough 
until you bash heads with the king of 
fighters. Pit-Fighter beware, this guy has 
quite a few tricks up his dirty sleeve! 


Post-Fight Review 

Pit-Fighter uses digitization to reproduce 
sound and graphics that are as awe- 
some as those in the arcade version. In 
fact, we’ve never heard as much digi- 
tized sound from a Genesis game before, 
and every character (right down to the 
cheering crowd) sports moves and poses 
that are loaded with realism. If you want 
outrageous two-player, simultaneous ac- 
tion, step into the pit with Pit-Fighter. 
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$59.95 
Available November, 8 megs 
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By Milo Prophet 


Once in a while a game 
_/ comes along that’s 

Be 

“iQ” beautiful to look at and a 
challenge to play. Among Genesis carts, 
Strider and Castle of Illusion Starring 
Mickey Mouse come to mind. But those 
two don’t hold a candle to Quackshot 
staring Donald Duck. This cart was pro- 
grammed by the same team that created 
Castle of Illusion and it’s even more 
graphically stunning, features superb mu- 
sic, and on a scale of 1 to 10, eams an 
11 for difficulty! 


Around the World in Four Megs 
In this world-hopping action/adventure 
cart, Donald becomes an “Indiana Duck” 
explorer type as he tries to locate the 
Great Duck Treasure of King Garuzia. 
However, big bad Pete gets wind of 
Donald’s quest and he wants in on the 
action, too. 

Donald’s search covers nine interna- 
tional locales (and three secret bonus 
rounds). You start in Duckberg, U.S.A., 
but thereafter you plot your own course 
around the globe through destinations 
such as Egypt, the South Pole, Mexico, 
or even Transylvania. 
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Have Plunger, Will Travel 

In this sideview, horizontally scrolling hop 
and bop game, Donald does all the typi- 
cal hero things — run, dash, jump, shoot, 
and slide. 

Each level’s packed with duck-defy- 
ing adversaries such as boxing turtles, 
birds with bee hive bombs, cactus peo- 
ple, bewitching snake charmers, and Pe- 
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te’s heinous henchmen. There are five 
boss meanies including Dracula, the 
Viking Spirit, and King Garuzia’s Ghost. 
Donald fights off the criminal crowd 
with Plunger-shooters, Bubble Gum 
Blasters, and Popcorn Guns, but that’s 
not all. Shoot a red plunger at a wall and 


you can use it to climb to other locations. 


A green plunger sticks to birds who cary 
you even higher. Eat some red peppers 
and Donald flies into a fist-flinging frenzy 
of feathers and fluff. 


IT°S BUBRLEGUN AMMO. 
S WHEN YOU USE IT IW 
YOUR SHOOTER. IT 


MAKES EAPLOGING 


Good Luck Duck 

This isn’t your typical “run to the right, kill 
the boss” kind of deal. You select your 
destination, but you might arrive there 
without the key item you need from an- 
other level. For example, you must go to 
Egypt to get the Staff of Rah, but you 
can't get inside the pyramid until you 
have the Sphynx Tear. Where do you find 
it? Good question. 

On some levels you jump blindly in- 
to space to hopefully land on an invisible 
platform. In others you must tippy toe 
across platforms floating over a one hun- 
dred foot drop. One false step in either 
scenario and you’re a dead duck. 


A Game You'll Treasure 

If you're looking for a show stopper 
along the lines of Castle of Illusion, that’s 
a million times harder even with unlimited 
continues but has more fun junk to do, 
run don’t waddle to buy Quackshot. Even 
if you don’t find Garuzia’s Treasure, you'll 
have a Genesis treasure of your very own. 
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Quackshot by Sega 
Price not available 
Available now, 4 megs 
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Tengen trots out its fourth 
Les edition of the popular RBI 
Baseball just in time for the 
divisional play-offs and the World Series. 
It couldn’t have come at a better time, 
and Tengen couldn’t have done a better 
job! RBI Baseball 4 packs better base- 
ball, more features, and more options 
than its three predecessors combined. 


This cart’s a video Big Leaguer’s dream 
come true. Since the game is licensed by 
the Major League Ball Players’ Associa- 
tion (MLBPA), you get all 26 Major 
League teams and their players, whose 
abilities are based on the 1991 season’s 
stats. But that’s not all. You also get both 
the American League and the National 
League All-Star teams from ‘91 and all 
the divisional winners from 1983 to 1990! 


PROTIP: Use the bunt. Even at the hardest 
level, the infielders never play up and the 
pitcher is usually too slow off the mound to 
make the play. For an almost sure run 
every time, bunt with a man on third. 

RBI 4 is no one-dimensional game. 
In addition to the routine single-game 
mode, you can play a seven-game series 
against an entire division or face each 
team in the cart. Beat all the teams, and 
you get a shot at a “secret” super team. 


RBI 4 is the class of the RB! Baseball 
teams. The graphics are cool. The 
motion of the pitchers and the hitters is 
more life-like than in RBI 2 and 3. Each of 
the 26 Major league stadiums is repre- 
sented in vivid detail. The soundtrack still 
belongs in the minors, but thankfully it 
can be turned off. 


RBI Baseball 4 has also added a 
Home Run Derby contest and a Game 
Breakers mode. In the Derby, you can 
pick the top sluggers in the league and 
go head-to-head against a friend. Game 
Breakers is situational baseball with 15 
pressure-cooker scenarios. 


This cart isn’t a typical arcade baseball 
game. Pitchers tire, so as a manager 
you've got to earn your pay. 


PROTIP: Pitch the first ball inside to back 
the batter off the plate. Then pitch one out- 
side. Get it just off the plate, and the batter 
will almost always hit an easy grounder to 
either second base or shortstop. 


That’s baseball. 


Any Big Leaguer knows that baseball 
is 90 percent pitching and this cart 
doesn’t disappoint. In addition to the reg- 
ular fastball, curve ball, and change-up, 
RBI 4 has two new pitches. There’s a 


mean Spitball, which would make Gaylord 


Perry proud, and a Pitch Out to catch the 


Oey ta 


Adjustable 


Ricky Hendersons of the world. However, 
the men in blue will catch on to the spitter 
after awhile, and then your pitcher's sent 
to the showers early. 

In the field, your players can dive for 
grounders or leap for high flys. Unfortu- 
nately, your defense is set. You can't 
adjust field alignments. 


PROT: Stay hack tn the battor's box. If 
you crowd the plate, the computer loves to 
throw heat inside. Not even Cecil Fielder 
can get around on these pitches. 

PROTIP: When men are on first and third, 
send the runner on third towards home 
plate. When the defense throws home, 
send the runner on first to second. Just 
before the runner going home reaches the 
plate, send him back to third. Everyone’s 
safe and you’ve advanced a runner into 
scoring position. 


This is a NC-er, baby! No contest! If you like 
fast Major League baseball action, let RBI 
Baseball 4 take you out to the ball game. 


RBI Baseball 4 by Tengen 
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$54.95 
8 megs 
Available Sept. ’92 


Sports 
Two Players 
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SUPER NWES{ 


See 
ic OF 


By Slasher Quan 


1 Our semi-studious, spike- 
US ADs headed bad boy, Bart 

as Simpson, is a few decimal 
points away from flunking the fourth 
grade. He’s got one last chance to pass 
— a homework assignment. Resigned to 
his fate, Bart grabs a pencil and calcula- 
tor and promptly...falls asleep! 

In his dreams, something strange 
and unexpected happens. His home- 
work papers blow out the window. Bart 
chases them and finds himself in a 
wacked-out version of Springfield, 
complete with floating Lisa Simpson 
fairies, mobile mailboxes, and walking 
TVs. Aye carumba, it’s a nightmare — 
Bart’s Nightmare! 


Bart Simpson falls asleep on assignment! 


Mind Games 

Bart's Nightmare is Acclaim’s first Simp- 
sons foray on the Super NES, and this is 
good news for Simpsons fans every- 
where. The 16-bit processing power pro- 
vides excellent cartoon-style animation 
and cool music. However, the cart is not 
a dream come true. The game play is fun 
in places, average in others, and some- 
times completely frustrating. 

The bad dream begins in Windy 
World, a surreal, side-view Springfield. 
The action here is confusing. Bart must 
avoid figments of his overactive imagina- 
tion, including Jebediah Springfield Stat- 
ue heads, Otto-man’s school bus, and 
Blinkie the three-eyed fish. From here, 
Bart must catch his wind-scattered 
homework papers to transport into any 


of five nightmare sub-levels called Other 
Worldly Worlds. If he beats a sub-level, 
he keeps his homework. But win or lose, 
he returns to Windy World until he 
retrieves all his papers. 


Pick a door, any door. 


Doin’ the Bartman 

The best World is “Bartman.” This is a 
high-flying shoot-em-up sequence. 
However, it’s slightly marred by slow- 
down and real sharpshooters should 
find it easy to beat. With his Bartsuit and 
slingshot, Bart blasts off into the clouds 
above Springfield to face old TV show 
foes-turned-bosses, including the 
mean-spirited twins Sherri and Terri, 
Barney Grumble and his belching pink 
elephant, and nuclear power plant 
owner Monty Burns. 


LEMS: 
¥ 
_s 
bw 2 


ooze ad 


PROTIP: Pop Krusty balloons to earn Bart 
1-ups. 


Big Lizard, Small City 

“Barizilla” is a two-part World where Bart 
transforms into into a half-kid, half- 
Godzilla, city-crunching lizard. In the first 
part of the level, he stomps side-view 
across Springfield and nails incoming 
jets, choppers, and tanks with eye 
beams and bad breath. The control here 
is limited — all Bart can do is fire and stop 
moving forward. In the second Barizilla 
Section, Bart’s shrunk from giganto to 
just really big. He climbs a vertically- 
scrolling skyscraper. At the top, he tries 
to electrify Homer Kong. 


PROTIP: When you see a jet fighter cruise 
into the foreground, press X to fire an eye 
beam and ground it as it circles, 

Barizilla is a creative monsterpiece. 
The slick graphics and animation are 
some of the best ever on the SNES. How- 
ever, the areas are short and fairly easy. 


PROTIP: Wait for Homer Kong to throw a 
punch. Then, scale up the safe side of the 
Skyscraper and turn on the juice. 


Bart Under the Microscope 
In “Bart's Bloodstream,” Bart shrinks to 
microscopic proportions for a plasma 
plunge. Bart’s blood is contaminated by 
viruses, So he blows them away with a 
pump gun a la Dig Dug. As he swims, 
Bart must touch Smilin’ Joe Fission sev- 
eral times to release his homework. The 
gurgling underwater sounds are great, 
but the visuals are average. The game 
play is simplistic swimming and pumping. 
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lenge. The background and color shad- 
ings here are terrific. The sounds are 
haunting, but sparse. 


PROTIP: Press R to scroll the screen 
right and trick Maggie into spitting out 
her pacifiers. 


Night Sweats 

The title, “Bart’s Nightmare,” is an accu- 
rate depiction of this cart’s challenge 
level. The sub-levels range in difficulty, 
but beating them all without dying in the 
Windy World is a tall order for a short 
kid. If Bart gets hit in the Windy World 
too many times, he wakes up and gets 
an “F” with no way to continue. That 
“F” soon stands for “Frustration” as 
you’re repeatedly forced to replay from 
the beginning. 


A Simpsons Summary 

At its best, Bart’s Nightmare is an out- 
standing tribute to Simpsons creator 
Matt Groening, and the music and 
sounds are snappy. However, the game 
is too schizophrenic and repetitive for its 
own good. The Other Worldly Worlds win 
for concept, but lack of depth place 
them in the middle of the pack. You'll 
want to check out this cart just to see 
Barizilla stomp a few buildings, or to see 
Itchy and Scratchy’s violent antics. If 
you’re thinking long-term investment, 


PROTIP: Viruses slow you down. Concen- __-PROTIP: Stand on the far-left kitchen coun- Sep ont. 


trate on Joe Fission. tertop in Level 1, Room 4 of ltchy & 
Scratchy. Wait for Itchy to chuck a carving 
A Game of Cat and Mouse knife, then flatten him with your mallet. The Simpsons: Bart’s Nightmare 


In “Itchy and Scratchy,” Bart steps into : 
his favorite afternoon ‘toon for a side- Indiana Simpson 


view, eight-room romp. Itchy and Bart whips into adventure in “The Tem- 

Scratchy incinerate Simpson with their ple of Maggie,” an Indy-style death walk B ADV 

trademark “toys” —- bazookas, flame across a bridge of rickety stepping : > 5 = E ' 
45 4.0 4.0 3.5 Advanced 


throwers, and giant carving knives. Bart stones. Bart hops from block to block 


by Acclaim 


Graphics Sound Control  FunFactor Challenge 


battles back with dart guns, fire extin- and avoids or whips pesky blue $59.95 One Player 
guishers, and mallets. The frenetic demons, Maggie’s pacifier missiles, and Available now 

graphics are superb, and the run-and- a lava pit. The control is precise, but Action 

splat action is good and tough. judging each step is a demanding chal- 
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to see something wild, check out a top- 
view level in two-player mode. It gives 
you split screen action with no slow 
down whatsoever! And they said you 
couldn't do that on a SNES! 


By C.T. Aslan 
Wa. Neo City is under attack! 
Ww And if you’re a fan of Kon- 
ne jr, ami’s Contra series, it’ll 


come as no surprise to you that the Red 
Falcon is the slimeball behind the SNES 
mayhem. 

As a descendent of commando leg- 
ends, Scorpion and Mad Dog, it’s your 
task to take out the Red Falcon, (| don’t Warm-up your trigger fingers. This 
mean to dinner and a movie). If Jimbo cart is one tough muther! Luckily by snag- | 
and Sully, the special forces agents you ging a weapon Wing Ding, which falls from (a 
control, can survive six grueling stages of certain enemies when you blast them, you 


The Level 2 topview action is radical! 


furious action, the Red Falcon’s threat Can upgrade your machine gun to a 
might be stopped forever, or at least until © Spread Gun, a Crush Gun, a Homing Gun, 
the next Contra adventure! a Fire Gun, or a Laser Gun. You'll start 


with three, five, or seven men. You'll also fe \aaaAS 

get bonus players at 20,000 points and ame 
then again every 60,000 points. Trust me! rie 
You'll need every free guy you can grab! 


replaced by gun-toting terrorists, and 
Man-Faced Mutts have taken the place 
of pigeons. 


The Red Falcon has taken over Neo City! 


As mentioned in the preview, (see Game- 
She ag: Souln wali jaan Wars Upgrading your weapon is as easy as grabbing 
features both sideview and topview the nearest weapon Wing Ding. 

Stages. The sideview stages are the tra- 

ditional Contra fare - nonstop horizontal 


scrolling action where you blast away Contra Ill begins on the rubble-filled 
with your machine gun or launch an M- __ Streets of Neo City. No longer is this a 


80000 Helio Bomb. et metropolis. Shoppers have been 
The topview stages offer some i @ 
unique gameplay for an action-adventure 
cart. Unlike the sideview levels, these 
Stages allow you to pick your starting 
point. Your goal is to wipe out a certain 
number of targets before tackling the 
boss. The Left and Right buttons, only in 
the second and 4th levels, control the di- 
rection you face. By hitting both of them such as the Beast Kimkoh, the Metalli- 
simultaneously, plus holding down the Y can, the Robo-Corpse Twins, and the \i- 


button, you become an awesome, spin- cious Slave Hawk. Once again, there’s 
ning, shooting machine. If you really want no slow down and no flicker! 
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But the Man-Mutts and Terrorists are 
small potatoes compared to some of the 
giant beasties this cart sends your way. 
’m talkin’ B-I-G! 

You go toe-to-toe with the largest 
monsters ever to infest a video game, 


The Alien Wars 


With its dark, detailed backgrounds, sky- 
illuminating explosions, and humongous 
boss monsters, Contra Ill - The Alien 
Wars’ shows exactly what your SNES 
can do with graphics and animation 
when some talented programmers get a 
crack at it. When you get through with 
this cart, you'll feel like you’ve been 
through a major military skirmish. War 
may be hell, but in Contra Ill it’s a blast! 


GamePro's Game Rating System 


IS 


Graphics Sound Gameplay FunFactor Challenge 


Contra Ill - The Alien Wars by Konami 
Price not available 
Available March ‘92, 8 megs 
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fon hie own parapet: You <i at your - 
controls. . .your friend at his. YOU direct your 
space ship, launch photon torpedoes, fire heavy — 
energy weapons. So does he. You navigate 

st stars, planets, m rs, and Star bases. . . 


sal your OS: $ "apace Pi, is you'll need 
razor ees skills fo outwit him because bel 


nie invincible. Your strategic attacks will be unstoppab 
Make all your ingenious tactical maneuvers and covert actions i cs 


JUST FOR YOU TECHIES: The BATON TELEPLAY SYSTEM uses the latest i in 
telecommunication developments to let you play against someone in another location. 


Baton’s products that are developed for play on the Nintendo Entertainment System® or Sega™ Genesis™ are designed and manufactured | 
this product. Nintendo® and NES™ are trademarks of Nintendo of America, inc. ® Sega and Genesis are registered trademarks of SEGA. Telep 


the U.S.A. by Baton Techno 
ay™ System is a trademark of 


TELEPLAY SYSTEM by BATON -- 
an out-of-this-world concept that will 


hit Earth in Spring 1993. The price? 


t's cosmic too! About the same as 
megabit cartridge! The TELEPLAY 
M modem, which allows for 


ive play between friends, will be 
nackanee with TERRAN WARS. a 
head-to-head, fast action, arcade style 
Space game. 8 additional action-packed 


titles are planned for 1993 release. 


For more information, call (602) 437-9659 


=e Ps 


=— 
a = - 
——— 


ES 


INTER T E 


= 


BY BATON 
AN INTERACTIVE REVOLUTION! 


Who's the fastest video 
game critter on two legs? If 


ES” you said Sonic, it just might 
be time to trade in your tennis shoes for a 
pair of bird’s feet! The original highway 
hopper himself, the Road Runner, is mak- 
ing tracks in a fast, fun, and ultra-chal- 
lenging SNES cart courtesy of Sunsoft. 


Outrun by the Road Runner?! 


Per usual, RR’s got a ate on his 


back, a pain in the rear, a carnivore out ——$—$—$—__ 


cook up Road Runner stew — Wile E. 
Coyote! Wile E.’s starving for baked 
birdie, so he’s outfitted himself with the 
finest bird-catching ACME gadgetry a 
pile of tumbleweeds can buy. Rocket- 
powered roller skates, an out-of-control 
jackhammer, a giant wrecking ball, and 
other mechanical wonders are at the 
Coyote’s disposal. 


Wile E. Coyote tries to his point across! 


This proliferation of ACME inven- 
tions adds up to big trouble for our fleet- 
footed hero. You, as the Road Runner, 
scamper through 20 humongous side- 
view levels in a most dangerous game of 
capture the flag. In each area, you snag 


multi-colored flags on a deadly desert 
obstacle course and touch the coveted 
checkered flag to complete the “rally.” 
Cross the finish line, and the Coyote’s 
latest gadget will backfire and slam him 
into the side of a mountain, charbroil him 
alive, shatter him into a thousand pieces, 
or drop him off the edge of a cliff! 


PROTIP: If you’re low on energy, listen for 
palpitations. Then take heart! 


Road Runner moves like greased lighting 
in this cart. He can build up a head of 
steam just by pumping his legs, but a 
Turbo burst turns him into a scarlet 
streak as he zooms by anything in his 
path. Piles of birdseed, which he can 
munch by pecking with his beak, charge 
up his Turbo meter. While buzzed on 
birdseed, Road Runner can run straight 


up sheer cliffs! If anything, Road Run- 
ner’s too fast for his own good. He often 
skims unpredictably into the stratosphere 
with no turning back. 

PROTIP: Use long vertical runways to rock- 
et up to high-up platforms. 

Death Valley Rally’s five major levels 
(with four scenes apiece) are as twisted 
as the Coyote himself. Zippity Splat is a 
sprint across the desert. Rock ‘n’ Rivet is 
a rollicking romp through an unstable 
construction site. In Train Runnery, you 
try not to get derailed when hopping 
across a locomotive in motion that’s 
loaded with circus animals. Hopalong 
Casualty is an underground excursion 
into a mine shaft. Quantum Beep moves 
at Warp Factor Nine. 


PROTIP: fo new heights on the magne- 
tized steel girders in Level 2-2. 


Road Rurin 


PROTIP: Take the high road on the giraffes’ 
necks in Level 3-2. it’s safer than car- 
jumping on ground level. 

Scorpions sting you, cacti poke you, 
and Marvin the Martian zaps you, but 
your main opposition is still the Coyote 
aboard an ACME gadget. In the “boss” 
sequence, the Coyote hauls out an over- 
size machine that you can peck apart if 
you find the weak spots! 
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PROTIP: Study the ACME blueprints to find 
a Coyote contraption’s weaknesses. 


Ay 


Outwitting the Coyote is a blast, but 
Death Valley Rally’s limited continue fea- 
ture is fatal for Road Runner rookies. 
You're required to capture 20 colored 
flags to earn continues, which is no bird- 


VikakS leKOReAP ESS 
BER BRE Cavs 


PROTIP: es ite ——~ nit and an 
on capturing flags. You'll never complete the 
cart without bagging a few continues. 


GamePro’s 16-Bit/ED-ROM Video Gaming © January 1993 


hall 


brained task. Expect to see the “That's all 
folks!” game over screen often. Obnox- 
ious? Unfortunately, yes. 


Death Valley Rally is an animation extrav- 
aganza that captures the appeal of the 
Warner Bros’ cartoon classics. The Road 
Runner’s feet disappear into a blue blur 
when he speeds down the highway. He 
also screeches and stops with authority. 
The Coyote even looks into the camera 
on cue when he plunges to a possible 
demise. The backdrops are lavish, color- 
ful, and very, very steep. 

The audio tracks are almost immacu- 
late. Sampled directly from Looney Tunes 
footage, the sound effects squeak, bonk, 
and blow up in time with the action. You 
can even interject a “beep, beep” or 


LOONEY TUNES, characters, names and all related indicia are trademards 


of Warner Bros. Inc. © 1992 
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“thup, thup” (tongue sound) with the L 
and R buttons! The music’s excellent, but 
it could drive you just as “loopy” as the 
weird cliffs and winding tracks. The songs 
tend to repeat themselves often during 
game play. If you don’t know the Looney 
Tunes theme music by heart, you will after 
playing this game! 


So, just who is the fastest dude around? 
The Sonic vs. Road Runner race is too 
Close to call, but the decision on Death 
Valley Rally’s place in your game library is 
easy. If you don’t mind re-racing the Rally 
from the very beginning when you lose, 
by all means risk life, limb, and tail feath- 
ers to grab a copy while it’s hot. See you 
at the finish line! 


Road Runner’s Death Valley Rally 
by Sunsoft 
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Expert 


Graphics 


Action 
One Player 


Price unavailable 
8 megs 
Available Now 
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tiay’ ‘V/ Japanese series, such as 


Dragon Quest, Ys, and 
Phantasy Star, reign supreme. But re- 
cently—translated Final Fantasy Il for the 
Super NES, (number four in Japan), is 
light-years ahead of the rest of the pack. 
This Team GamePro Reader's Choice 
RPG of the Year features a complex 
movie-like storyline: a slew of intriguing 
subplots and events; dynamic charac- 
ters; vibrant colorful graphics; and 
“themed” music, which changes moods 
to fit the situation. 

You as Cecil, the ex-Red Wings 
Captain, lead your companions into the 
heart of political problems raging in the 
troubled country of Baron. Villages are 
being ravaged by the King’s “gifts,” 
which devastate and destroy. There’s 
more going on here than meets the eye. 
What is the tower of Bab-il? Who exactly 
is Golbez? What is his connection to Ce- 
cil? Read on for a few answers not 
found in the manual. 3 

Final Fantasy Il truly redefines the 
standards for fantasy adventure games. 
Silly one-dimensional characters, need- 
less hack ‘em combat, and linear game- 
play will be things of the past if other 
RPGs learn a lesson or two from this 
cart. No, it’s not the “Final” Fantasy. Part 
Three’s already in the works. However, 
Final Fantasy Il is one small step for 
Square Soft, and one giant leap for 
SNES role-playing games. 


GamePro's Game Rating System 
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Final Fantasy Il by Square Soft 
$69.95, Available now 


& megs 


#1: About midway through the game, 
you can descend into the Underground 
by placing the Magma Key in the town 
of Agart’s well. Proceed on to aid the 
King of the Dwarves. Defeat the Calbrena 
dolls hiding behind his throne. After Ry- 
dia helps you fend off Golbez , she'll 


finally rejoin your party. 


eed : 

#2: The Dwarves advise you to head for 

the Tower of Bab-il, where you must re- 

trieve one of the Dark Crystals. Dr. Lugae 


ie 


and his wacky creation, Balnab, await. 
Stick it to the Doc first with Kain’s Jump 
attack, then concentrate on the big B. 
After they’re crunched, use your Tower 
Key on the fifth floor to enter the control 
room. Karate Master Yang will sacrifice 
himself to save the Dwarves from total 
destruction! 


a ae 
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#3: Return to Baron’s surface for repairs 
to the Enterprise and you'll gain the Hook. 
Now grab your Hovercraft and head for 
the Cave of Eblan. Inside the cave, Edge, 
a skilled Ninja and Prince of Eblan, joins 
your party. He has a vendetta to repay 
Rubicant, the Fire Fiend, responisible for 
the destruction of Edge's castle. 


Dr. Llugae 
Bainab 


Now vou can hook and 


carry the Hovercraft! 


#4: Reenter the Tower of Bab-il, via the 
cave passageway, and confront Edge’s 
mom and pop, who have been swayed 
by the evil of Golbez. Don’t attack them, 
just choose Parry and cast healing spells. 
Then Summon Rydia’s Shiva and cast 
Edge’s Flood to waterlog Rubicant. After 
Rubicant is slain, fall through the pitfall, 
retrace your steps, and climb aboard the 
Airship Falcon to escape. Return to the 
Dwarves’ Castle, talk to the King, and 


Slay 
eae 


ial 


Se ee ee eel 
he'll reward you with the Luca Key from 
his daughter’s necklace. Cid will provide 
a tune-up for the Airship, which enables 
you to cruise over lava. 
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#5: Fly west of the Dwarves’ Castle and 
enter the cave on the island, which is the 
Land of Monsters. Grab the Rat's Tail from 
a fourth-floor treasure chest, (you'll need it 
later). Keep exploring. Defeat Queen Asura 
by casting the Wall spell on her, making 
her unable to heal herself. Follow it with 
Kain’s Jump attack. You'll then be able to 
Summon the Queen at any time to heal 
your party. Take on King Leviatan, win, and 
you'll score his Summon spell as well. Fi- 
nally, fly southeast to the Sealed Cave. 
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To ditch the bothersome Trap Doors, 
use the Parry command until Rosa is 
highlighted. Then, cast Wall spell on the 
party member being searched by the 
Door. The death spell will bounce off the 
Wall and reflect back onto the Door. Dust 
the Crystal guardian Evil Wall quickly with 
Summonings and Jump attacks, or it’ll 
move in and crush you. After you tear 
down the Wall, Golbez will once again 
put the mind-mush on Kain and force _ 
him to swipe the Dark Crystal. Return to 
the Dwarves’ Castle, and Cid will refit the 
Airship with a Drill. Blast a hole through 
the sealed passageway, return to the sur- 
face, go to Mysidia, and watch as the 
Big Whale Ship surfaces. 


Now’s the time! Take the Rat's Tail to 
the Grotto Adamant cave, south of Sliv- 
era, and exchange the Tail for the 
Adamant. Bring the Adamant to the 
smith Kokkol, in the southeast comer of 
the Underworld, and he'll use it to forge 
the legendary Excalibur! While you’re 
powering-up, another Caller spell can be 
had by returning to Baron Castle and 
casting Leviatan to beat King Odin. Once 
he’s under your command, Odin will wipe 
out a screenioad of weaker enemies. 
Next, catch the Big Whale express ticket 
to the Moon. The Whale’s useful because 
it can Zip just about anywhere. Plus, you 
can rest inside it to regain hit points, and 
Store items with the Big Chocobo. 


It’s dane! 
Here is the sacred sword, 
Excalibur! 


oo =o 4 


Spelunk your way through the twist- 
ed tunnels of the Lunar Paths. Reach the 
Crystal Palace, and talk to FuSoYa of Lu- 
nar's Lair. This wise Lunarian will reveal 
many things, which were once shrouded 
in mystery. Then he'll join your team to 
help topple the ultimate evil controller of 
Golbez, Zemus. 
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The Giant of Bab-il assaults the 
Earth! All your allies join forces to defend 
the land with Tanks and Airships. In the 
end, you must sneak into the Giant's 
mouth and destroy him. 
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Uh oh, they’re baaaaack. The ele- 
ments return to preserve the Bab-ilian Gi- 
ant. Take out Milon with fire or cure- 
based magic, Rubicant with ice, 
Kainazzo with lightning, and Valvais with 
Nukes and Meteos. When needed, re- 
store FuSoYa’s Magic Points with Ether. 
it's not over yet! The mastermind behind 
the Giant, (the CPU), stands in your way. 
Eliminate only the Defender and leave the 
Attacker alive, (the CPU will be unable to 
cast Globe 99), and pound away with 
hand-to-hand attacks. Cast Rosa’s Cure 


4 on the entire party often, and be ready 


FuSoYa confronts Golbez with the 
Meteo, and Golbez is released from the 
forces that have enslaved him. They 
leave together to confront Zemus back 
on the moon. Just before the Giant col- 
lapses with you still inside him, Kain 
shakes out the cobwebs and leads you 
to safety. 
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Before entering the Lunar Subter- 
rain, fly to the northwest comer of the 
Underworld and work your way through 
the Sylvan Cave. Cast Float to avoid tak- 
ing damage from the poisonous green 
tiles. The fairies will teach you Syiph. To 
learn one last Caller spell, trek through 
the Cave of Bahamut on the moon and 
take out Bahamut with multiple Blitz and 
Asura spells. Bahamut will prove invalu- 
able during the end-game confrontations. 
Now you're ready for Zemus! 
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SUPER WES 


By Monty Haul 


~4\ Peter Pan’s lifelong ambi- 

tion was to never grow up, 
but the unthinkable has hap- 
pened. Peter Pan is now Peter Banning, 
an aging, overweight adult who never in 
his wildest dreams envisioned a return to 
the magnificent playground of his youth, 
Neverland. 

However, Captain James Hook, bit- 
ter ever since Pan sliced off his hand and 
fed it to a crocodile, won’t let bygones be 
bygones. He abducts Peter’s young chil- 
dren, Jack and Maggie, and whisks them 
to Neverland. Peter Banning can’t, or 
won't, remember his days as Pan, leader 
of the daring Lost Boys. So, Tinkerbell 
works her pixie dust magic and flies off 
with Peter to jog his memory. 


SONNY 


Captain Hook makes an air raid! 


Silver Screen Gaming 

Sony Imagesoft recreates Tri-Star’s mod- 
ern-day Peter Pan story, Hook, in a 
Super NES cart. You won’t see the big 
name stars in this game, but many of the 
film’s characters reprise their roles in this 
16-bit fairy tale. Cinema scenes tell the 
beginning and ending of the SNES story, 
and Pan fills in the rest during a solo 
swashbuckling crusade to save his chil- 
dren. Rufio, Thudbutt, the Lost Boys, the 
mermaids, and Tink lend a hand. 


On the Wings of Pixie Dust 
The greatest adventure for Peter Banning 
the attorney is fighting traffic to and from 
work every day. To rescue his kids from 


Hook’s clutches, he must regain his true 
Pan identity and utilize his athletic sword 
pled and ideas aes Skills. 


PROTIP: Soar through the treetops in Stage 
7 by touching Tink’s pixie magic while 


avoiding the dive-bombing balloon pirates. {7 1 & OF A oar 


Peter's swift and skillful moves are 
potent and easy to control. He pumps his 
arms during a run and soars like a hawk 
when he leaps into the air. Holding the 
jump button makes him glide to the 
ground. Pan can swing his enchanted 
dagger or golden sword quickly and accu- 
rately. He swims in the sea, sometimes 
accompanied by mermaids. And yes, he 
can fly, he can fly, he can fly! Tink’s pixie 
dust charges his flight meter, and a dou- 
bletap of the jump button clears him for 
takeoff. In the air, he can accelerate, 
Swoop, and we sid wh greatest of ease. 


PROTIP: To grab this 3-up, hold Button Y 
and skim through Stage 1’s spike-filled 
a cele 


PROTIP: Watch parcels? in Stage 5’s 
underwater cave. Venomous snakes will 
strike as you swim by. 


A Pirate’s Life in Neverland 
Peter crosses swords with pirates, skele- 
tons, archers, and Neverland’s wildlife in 
12 exciting, side-view stages of slashing 
thrills and spills. A finely-crafted, scrolling 
map pinpoints Pan’s location, but he 
must take the stages in order. 
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PROTIP: To avoid Stage 2’s tree king boss, 
stand in this safe spot on the lower left limb. 
Wait patiently, dodge the acorns, and stab 
him when he pops out within striking range. 
First Pan duels with Rufio and the 
Lost Boys in the Nevertree to prove his 
worth to his former comrades. Defeat 
Rufio and Peter wins back their loyalty, 
along with his long-range, deadly golden 
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sword. If Peter's hit, he loses the sword, 
and he must find it elsewhere in Neverland. 


PROTIP: Leap over the shield pirates and 
Slash them from behind. 

His true identity established, Peter 
battles though 11 more levels before 
tackling the ol’ codfish himself, Captain 
Hook. Other areas include two forest 
regions, the Rocky Mountains, two caves, 
a Lagoon, and the Pirate Town. Hidden 
along the trail are helpful items, such as 
Pirate Treasure worth points, extra lives, 
Fruits to restore lost energy, and Leaves 
to boost his maximum power. 


Skeleton Rock. Keep the firefly on-screen 
for a light source. 

PROTIP: If you perish, re-collect 1-ups to 
restore lost lives. 

When the game's over, neverending 
continues are balanced by the loss of 
Pan’s Power Leaves. Out dueling Cap- 
tain Hook is a day’s journey for skilled 
gamers, but novice to mid-level players 
have their work cut out for them. 


Masterful Graphics and Music 


Hook's multi-layered, smoothly scrolling 
visuals inspire comparisons to Super 
NES legends, such as Actraiser and 


Super Castlevania IV. Peter wears his 
trademark green garb. His hair and outfit 
ruffle in the breeze - a wonderful effect. 
Look for nice graphic touches, such as 
tinkling waterfalls, snowy mountainsides, 
and even the parchment scoreboard dis- 
play. Only the average cinemas aren’t 
eye-popping, but they spin the tale well. 


SS 
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PROTIP: Time your jumps in the waterfall 
area to avoid tiger breath or you'll be 
petrified. 


While Hook’s graphics are a treat, its 
music defines the Super NES system’s 
potential for superb sound quality. The 
authentic audio pipes out a flawless ren- 
dition of John Williams’ movie sound- 
track, with all-new tunes. The music is so 
good, you'll want to crack open the cart 
and see if there’s a Compact Disc inside! 


The Adventure Continues! 
Hook is Sony Imagesoft’s first game 
developed in-house. It’s a triumph for the 
production studios who collaborated to 
create the cart. For years, software pub- 
lishers have sought to bring together the 
Story and atmosphere of a movie, while 
maintaining five-star game play stan- 
dards. Hook succeeds in every way! 
Despite a low-impact challenge level, 
fly with Peter Pan. You'll learn why no one 
would ever willingly leave Neverland. 


Hook by Sony Imagesoft 
Control 
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$54.99 
8 megs 
Available August ‘92 
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Action/Adventure 
One Player 
Unlimited Continues 
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© 1991 Tri-Star Pictures, Inc. All rights reserved. Hook ™ and 
associated character names are trademarks of Tri-Star Pictures, Inc. 
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I seestoa tink 


Nerd-bashing has been go- 
ing on since the dinosaur 
days — just ask cave-dudes 
Joe and Mac. They know from first hand 
experience the devastating aftermath of 
nerd-bashing — nerd revenge! 

Yes, the cave-nerds are having the 
last geeky chuckle ‘cause they crept into 
Joe and Mac’s camp and scared off all 
the Cave Babes. There’s only one thing 
to do now - grab a club and scour the 
countryside. 


Team Neanderthal 
Not only are Joe and Mac handsome fel- 
lows, you get the pleasure of enjoying 
both of their mugs at the same time. 
Yup, Joe and Mac is one of the few, new 
side scrolling SNES titles with a two play- 
er buddy system. Even if you’re a “lone » 
wolf’ by nature and prefer to tackle the 
video world alone, it’s always nice to 
have the option to take along a frend. 
Another groovy gameplay option is 
the 2 Player Super Game, which enables 
you to either compete or cooperate in 
the search for the Cave Babes. There’s 
also a Mode selection for skill levels: 
Easy, Normal, and Hard. The only de- 
tectable difference between the Modes is 
that you’re allowed the most continues in 
Easy (3) and the least in Hard (2). 


My, What Big Teeth You Have 


Life is brutal outside the safety of one’s 
cave. Joe and Mac learn a hard and fast § 


-lesson in self defense as they make their 
way through three four-part stages cover- § 
ing everything from icy subterranean cav- © 


erns to red hot volcanic wastelands. 
Keep.an eye out for dinosaur eggs: 
crack the right one open and a Pink 
Pterodactyl caries you off to one of six 
Bonus Stages. lf you’re a really shrewd 
gamer, you may even discover a few se- 
cret stages. 


You encounter exactly what you’d 
expect in the wilds of prehistoria: di- 
nosaurs, dinosaurs, and more dinosaurs 
Some are big, some are small, some 
swim, some fly, and some even cry. 
There’s also an abundance of ill man- 
nered fellow cave dwellers who, appar- 
ently, would rather hunt Joe and Mac 
than dinosaurs for dinner. 


on tent ie AT a 


SS So0 Sane 
——" 
. aT 


i1G000 


Prehistoric Artillery 

Speaking of dinosaurs and belligerent 
cavemen, that brings us to the topic of 
weapons. What else would cavemen car- 
ry other than the infamous wooden club? 
For your combat pleasure they carry 
plenty more than just an overgrown twig. 
By cracking open dinosaur eggs, Joe 
and Mac can power up their clubs so 
that they shoot Bones, Boomerangs, 

Fire, and the world’s greatest inven- 
tion...Wheels! Once you collect all the 
power ups possible they're yours to 
keep, and you can switch ammo with a 
tap on the Select button. 
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g the 
ground scenes which are as crisp 


ngin fbow sb m move that they 
_use in the arcade game, and they don’t 
have the variety of facial expressions. 
The stage bosses have an annoying 


habit of reappearing albeit in different col- 
ors. However, the bits that were lost in 
the translation are all so minor, they don’t 
really take much, if anything, away from 
the game. 

PROTIP: if you lose a life and your spirit be- 
gins to float skyward, move towards solid 
ground. Otherwise, when your additional 
life kicks in and you fall back to earth over 
shaky footing, you may lose another life. 


: tion of great graphics, easy gameplay, 


lots of levels, and rockin’ tunes which 


make it a fun game, especially for two- 
person play. Join the prehistoric “club” 
and take a peek into the past with Joe 
and Mac. 


GamePro's Game Rating System 
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_ By Boogie Man 


 ) Lester Knight Chaykin is 
we about to go where no one 
<j iS, has gone before. If you’re 
smart, you'll go along too. Out of This 
World by Interplay is an awesome SNES 
cart, where a wacked-out experiment 
with anti-matter zaps Lester to a weird 
parallel universe. He wants to get back 
home, and you can help him. 


Out of I This World dal apnics 
Out of This World sports a totally unique 
look among SNES games. The sideview 
_ graphics aren't bit-mapped like those in 
most carts, so you don’t get the depth of 
detail, the vibrant colors, or the Mode 7 
spins and twists most players associate 
with SNES video games. However, what 
this cart lacks in graphics glitz and glam- 
or, it makes up for with intricate anima- 
tion and impressive cinematic scenes, 
which are nicely tied to the game action. 


Get ready to visit strange places. 
Out of This World uses a polygon 
graphics system similar to many personal 


computer games. This enables the cart _ ‘e 
helpful fice Without y your dente un 1d 


to flash some outrageous, rotoscoped, - 
real-time animation that makes it seem 
like you’re directing a movie rather than 
playing a video game. There are some 
neat close-up shots, slick pans and 
zooms, and superbly animated action — 
scenes. The sounds are some of the — 
best around, and the music rocks. | 


The close-ups will really grab you! 


Friends and Enemies 

All this movie-style stuff helps spin a fasci- 
nating adventure in a far out land. Your 
lengthy trek covers 12 areas in this 
strange, new world. Much of your quest 
occurs in labyrinthine, underground cav- 
ems. The place is literally crawling with 
tenacious, camivorous Creatures, such as 
venomous slugs, tentacled aquatic night- 
mares, and savage feline beasts. But your 
real challenge comes when you encounter 
the brutish race of beings who populate 
the world. Then you become embroiled in 
an struggle of slaves versus slave owners, 
although you'll be hard-pressed to tell the 
difference just by ite at them. 

PROTIP: Take the time to squash every Slug 
before you advance. You'l find out why. 


The chase is on! 


You'll make a new friend, who has a 
mind of his...er, her...uhh, its own. Your 
buddy provides critical help early on, but 
then you get separated. Your paths cross 


~ the cart. 


PRE OT IP: 


partner, you won't survive, let alone finish : 


P ROTIP 


: Thy to stick clese to your friend, se 
i i ul get you out of jams. — 


Make a new friend. You need its help. 


Think and Survive sits 
The challenge is a real mind blower at 

times. You have to be fast on your feet 
and fast on the draw. Survival really de- : — 

pends on your brains, not your brawn. 
Problems range from the simple ‘aie 

and where to recharge your weapon) to 

the complex (how to make a waterfall dy o 
up) and several variations inbetween. 
Luckily, you get passwords and unlimited : 
continues. 
PROTIP: To advance bev nd t the e elevators : 

ember — 


aft you é: oe cage, rem 
that energ s have to be — to - 


po ower thi ings SUCH as doors. 


i escape, GO tO o the bot! iii 


PRO TIP: There’ Si a place t to rechat rge yo 


he 


weapon after you leave the ele vator r Shit aft | 
Control This Lea 
Gameplay in this cart is outstanding, but 


_ you speed freaks will have to gear down. 


The action’s fast when it should be, but it 


isn’t as frantic as in other SNES action — 


carts. You basically run, jump, kick, and 
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shoot. But many critical spots call for PROTIP: You must figure out how to drain with the same look and feel as Contra Il 
split-second timing. Expect to max out —«Walfer from the falls. There's aplaceinthe —_ActRaiser, or Super Mario World. The title 
on video death scenes. Ns says it all, This cart is Out of This World! 
PROTIP: It’s critical to practice leaping as : 
you run! Hold down Y and L or R (for direc- 
tion) to run, then press B to leap. If you take on Out of This World, get 
PROTIP: A run/leap (simultaneously hold ready to play something completely differ- 
down Y, B, and L or R for direction) covers ent. The animation moves are so real, 


GamePro's Game Rating System 


Graphics Sound Gameplay FunFactor Challenge 


more territory than just plain running. you'll genuinely fret about the fate of your : 
other worldly, video friend. The action’s ge vine wed plans wl 
hot, but don’t expect video gymnastics Available May 


PROTIP: You can draw and shoot faster 
than any guard. 


Another interesting gameplay plus is 
that the controls change depending on 
the situation confronting you. For exam- 
ple, to escape a certain beast, you must 
run for your life and then swing on a 
vine. To break out of a hanging cage, 
you must make it rock back and forth. 
You even have to swim. When you find a 
gun, you must learn to use its firepower 
for more than just shooting bad guys. It 
can create an impenetrable shield and 
blast escape routes through walls, too. 
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PROTIP: Your weapon can create a shield 


% * 
¥ 
and blast through walls. at 


es 


PROTIP: You can rock this cage. 


: . oy he The Prince of Persia, one of 
i S gamedom’s most famous 
“ag "heros, has been called into 
Service once again. Jaffar, a vile Prime 
Minister, has snatched the Princess and 
holds her hostage in the Sultan King’s 
palace. His sinister plot is to take over 
the country in the King’s absence. As the 
Prince, you must save the Princess and 
vanquish Jaffar. 


Open Sesame 

Prince of Persia, one of the best known 
game titles of all time, has made an 
appearance on almost every PC and 
video game platform. At long last, Kona- 
mi brings us the Super Nintendo version. 
Fans of the game will rejoice when they 
plug.in this cart, hear the first haunting 
strains of bewitching Middle Eastern 
music, and catch their first glimpse of the 
lonely princess awaiting rescue on the 
castle parapets. This translation is a feast 
for the eyes, the ears, and all your other 
senses. It’s just about the ultimate in 
challenge for expert gamers! 

ee « Fe ined 


‘For the uninitiated, the Prince’s task is 


to battle his way to the Princess by mak- 
»-ing his way through 20 vertically-and hori- 
zontally-scrolling, side-view castle levels. 
Prince of Persia veterans will recognize 
some of the levels, but also find some 
entirely new ones. The quest begins in the 
bowels of the castle prison, where the 
Prince has been locked away to rot with 
more than a few fellow unfortunates. To 
find the door that leads to the next level, 
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~ PROTIP: Your first fask | in 1 Level i is to find 


faith,” Open the gate to the far left with the 


our hero 
makes his 
way through a 
winding 
labyrinth of tun- 
nels, passageways, 

ledges, deadly drops, gates, e 
speartraps, demonic pendula: ay = > 
walls of flame, and other evils almost 
too horrible to conten Nplate... 
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ser me as 


the Sword. Survival is impossible without 
it. When you reach the first passageway, 
where you must move left or right, move 
left. Go left through the first three gates. 
Drop down the left side of the hole in the 
floor and climb down all four ledges. Move 
left and climb down to the wooden walk- 
way. Run right until you find the Sword! 
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PROTIP: Prince of Persia pros will find Ld ts hi a a 
some levels more familiar than others. fF «fo € =e 
Level 3 contains the famous “leap of Ee 68 a OE e_! 


panel.on the far right tower. Then RUN and 


jump as fast as you can. If you're quick, 
you may just make it sori the gate. 


Slice and Dice 

Alas, sinister foes and minions of the evil 
Jaffar also lie in wait for the Prince. He'll 
encounter lowly Soldiers, fat but crafty 


tye comp 


ILLUSTRATION: DELL BARRAS 
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PROTIP: Always hiold:idown Up on your con- 
trol pad-Wvhile you jamp. if you miss your 
« fume, Or if it’s a long jump, your hands will 
usually graze the edge-of the ledge and 
|< eaten Then you can pull yourself up 


Good Karma 

~ Luckily for you, the Prince apparently 
had good Karma in another life (and he's 
had a lot of them)! Scattered here and 
there throughout the castle are powerful 
Medicines that restore his health. Of 
course, Jaffar has also left dangerous 
potions to tempt you. Poison takes away 
part of your life, and the Inverter potion 


turns the sereen upside down. 
| a 
- 
PROTIP: 4 
easiest survive e 
attack Cr ec CF 
ee : The way to a sword = dn a es 


oe pee nar peeeiiee compare. 5 Unluc IC ws a oS pga eras: 
__- hin, you re in control The Prince's reper- | 


FIR 


a Politician dressed in blue. Drop through 


the falling panels, move left, and quaff the 
medicine for extra health. 

‘Successfully negotiating the palace 
labyrinth requires quick wits, puzzle-solv- 
ing ability, himble fingers, calm nerves, 
and PATIENCE. Advanced and Expert 
gamers have the best shot at rescuing the 
Princess, although, Intermediate and 
Beginning gamers will also enjoy the game 
(if they're not easily frustrated). Those inex- 
perienced in the ways of the Prince should 
definitely seek guidance through the five 
levels of the Training Mode. 

With everyone's stress level in mind, 
Konami has kindly included a password 
feature thatenables you to access your 
current password at any time during the 
game. You can also check your best 
time on any given level, as well as your 
total time on the overall game. To beat 
the game, you must finish all 20 levels in 
120 minutes. 

PROTIP: Use this password to skip Level 1 
and begin at Level 2 armed with the sword 
and ready for battle: BKTMQEL. 


Shazam! 


Haunting, gorgeous tunes, and eerie 
beautifully animated graphics create a 
beautiful background. Intricate game 
play that challenges your wits and dex- 
terity finish off the picture. Konami’s done 
it again! Now get going...she’s waiting 
and the sands in the hourglass are run- 
ning out! 


Prince of Persia by Konami 


Sound Control 


Graphics 
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Advanced 


Price not available 
Available Fall ‘92 
Action/Adventure 


One Player 
Passwords/Continues 


. By Slasher Quan 
ym and Dr. Dave 


A} Street Fighting 
y fanatics, Slasher 
Quan and Dr. Dave, teamed up to tackle 
their favorite home-from-the-arcades 
game. Of course, they couldn't resist a little 
head-to-head competition as well. — Ed. 


Ryu tightens his black belt. Guile laces 
his boots. Chun Li sashays into the 
arena. Blanka emits a blood-curdling 
growl. Twelve martial arts menaces pre- 
pare for the greatest world warrior brawl 
yet. At long last, it’s the main event - 
Street Fighter II for the Super NES! 


Show Time! 

Somehow, Capcom’s shrunk the block- 
busting, 58 megabit arcade game into a 16 
meg Super NES cartridge with minimal 
sacrificing of graphics, sound, and game 
play. The SNES translation is nearly every- 
thing the coin-op was, and more! Believe tt. 


Built for Battle 

For starters, you and a bud, or you and the 
computer, fight for the right to advance in 
the 12 entrant international tournament. 
Players choose from an identical assort- 
ment of eight fighting masters straight-out 
of the coin-op. The final four boss bruisers 
only appear in single-player mode. 

Each character retains a massive 
arsenal of basic and advanced tech- 
niques. Utilizing three punch buttons and 
three kick buttons, you bust some fancy 
flying attacks, fire flaming missiles, and 
pull body-bashing throws. The most 
complicated maneuvers require multiple 
pad and button presses in sequence. 
Only a handful of minor moves are miss- 
ing from this Super NES version. 

PROTIP: SNES Street Fighter Il’s so close to 
the original, all your favorite tips and tac- 
tics from GamePro’s March ‘92 arcade sur- 
vival guide work without a hitch! 


Fight It Your Way 

For freedom of fighting, Street Fighter II 
dishes out tons of great options for cus- 
tomizing the game. You can designate 
which buttons access the various 
attacks, listen to a sound test, and adjust 
the computer's skill level. Bonus stages 
include car-trashing and brick-smashing 
sequences (the flaming drums and the 
ining barrels from the arcade are gone). 


Up against the wall. 


By far the most unique option is the 
all-new Versus mode. You and a friend 
pick your fighters and the battleground 
scenery in a closed off arena built for 
two-player comfort. You can handicap 
the severity of each other’s blows to 
even up the match. It even tallies your 
wins and losses to prove who’s best. 


HAND ICAP 
| BYU 
| ATTACK LEYEL 
| 2348° 
| 
| 


Play with one fist tied behind your back. 


PROTIP: Use combination attacks to dizzy 
your opponent twice in a row. 


The Sights and Sounds 

of Combat 

Living up to the coin-op, Street Fighter 
Il’s graphics sizzle! Minor visual changes 
include a few missing background char- 
acters, partially toned-down blood, the 
removal of risque Chun Li moves, and a 
slight drop in screen resolution. Other- 
wise, all the smooth action animations, 
the great multi-scrolling landscapes, and 
the beautiful color shading must be seen 
to be believed. Of course, no unneces- 
sary slowdown! 


An eye for an eye. 


SF Il music maniacs will get a jolt out 
of the new, re-scored soundtracks. Based 
on a Japanese CD collection of Street 
Fighter II tunes, the background selections 
have great sounding beats. The effects are 
at times less than arcade quality and some 
voices are missing, but they’re still superb 
by home system standards. 


Player’s Choice 

Street Fighter Il is undisputably awe- 
some, but read on for our personal 
ratings and tips! 


Street Fighter Il 
by Capcom U.S.A. 
Beat-em-up 
Two Player 
Unlimited continues 


Price unavailable 
16 megs 
Available July ‘92 
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__ By Slasher Quan 


BW | Street Fighter I strikes again! 
«| Almost everything’s perfect in 

the Super NES version, and |’ll 
be first in line this July. 

The handicap option is a great idea 
that balanced my battle with Doctor Dave. 
The good Doctor owns an SF || coin-op 
and I’m just learning. So, | pumped up my 


Gamers addicted to the new arcade- 
only Street Fighter Il: Champion Edition’s 
upgrade features will miss them in the 
SNES cart. In the home version, you can’t 
play as the extra four boss characters, 
nor can you play a character against him- 

self or herself. Too bad. 
I ana Despite the missing Champion ele- 
cai ments, you must check out Street Fighter 
ll for the SNES. It’s a nearly flawless con- 
version of the arcade original that’s made 
power level. Still, his snatch-’em Zangief even more enjoyable by new options and 
spinning Pile Driver and Chun Li Down the convenience of home fighting. 
Kick drove me nuts! Not to worry, | got my 


Graphics Sound Control  FunFactor Challenge 


licks in with Blanka’s Bite and Ken’s Short 
Kick combination move. 65 66 AD | 
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Street Fighter || 
arcade players will 
enjoy this version as j 
much as they do the 
coin-op. Theymay 
enjoy it even more, 
since the cart 
doesn't have any tricks or bugs like the 
handcuffs and the air throw. Consequently, 
Guile players will be forced to fight with their 
best behavior. By all means, bring this street 
fight into your home! 


© Street Fighter II for the 
SNES is Capcom’s best 

arcade conversion yet! It’s got 
almost everything the coin-op has, from 
Guile’s Re-Dizzy Combo to Ken and Ryu’s 
triple Fierce. At first, | wasn’t too happy 
about the handicapping feature (Perfoming 
massive Street Fighter surgery on SF || 


interns like Slasher Quan is excellent!, but 
it turns out to be a great option.) Now play- 
ers of all caliber are crawling out of the 
woodwork to play me, since my hits do 
less damage even though my favorite 
fighter Guile’s Re-Dizzy is still fully opera- 
tional. | like the challenge! 


race erin OO a Po ras ig otra 
Re-Dizzy. Jump into your dizzy opponent 34 = ante thie eke ee 

with the Down kick so that you're hitting nia von nf . | Ryu 

them in the midsection. Now rapidly ress ——————aeeceereegeensee ok Nemes ‘ 

the Forward Kick while pressing Down a 

and score up to four hits to Re-Dizzy your Graphics Sound Control FunFactor Challenge 


opponent! PROTIP: For a nice snatch combo with Ms 4 4 AD. 

: Zangief, come in with a Flying Fierce es 3. | 
PROTIP: You can play Dhalsim as cheap as ‘ & & & 4 
in the arcades, Use the Fireball and Kick — P¥!eh. Then unleash a Forward Kick, and ABSA SASS | 


GamePro's 16-Bit/CD-ROM Video Gaming © January 1993 63 


)\ The heat’s on the SNES 

W streets, and word is that the 
lack Shadow Waniors are 
back in town. That means the Double Drag- 
on boys better be super — and they are! 

In Super Double Dragon by 
Tradewest, longtime video victim Mari- 
an’s taken steps to protect herself. She’s 
a policewoman, a student of kung fu, 
and a part-time instructor at the Lee 
Brothers’ Double Dragon dojo. However, 
she hasn't lost her knack for getting into 
trouble. That’s bad news for Marian, but 
good news for Double Dragon fans 
everywhere. During an undercover nar- 
cotics operation, she’s nabbed by the 
infamous Black Shadow Warriors, who 
are now into drugs. Billy and Jimmy Lee 
do more than just say no to that! 
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Billy and Jimmy are mad as heck! 


Bad to the Bone 

Super Double Dragon is one of the best 
beat-em-up adventure carts to stomp 
through the SNES yet. You toss fists and 
feet of fury across seven bruising mis- 
sions in sharp, side-view, horizontally- 
scrolling, street fighting action. As in the 
NES versions, one or two players can be 
one or two Lees. Player Two can buy-in 
at any time. 
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PROTIP: In two-player games, protect your 
buddy’s back. Also, Warriors who attack 


your partner from behind leave their back- 
sides vulnerable. 


Double Dragon has a well deserved rep- 
utation for vicious video back alley 
fisticuffs, and this installment doesn’t 
disappoint. The Lee’s standard arsenal is 
serious stuff: two punches, seven kicks, 
and a knee drop once a bad guy is 
down. Of course, you get their famous 
Double Dragon grab-hair combos, too. 
This time, there are five, which feature 
knee kicks and elbow punches in all the 
vulnerable spots. 


PROTIP: When a Warrior tries a jump kick, 
hit him while he’s in the air. 


PROTIP: You can attack Warriors offscreen. 


PROTIP: When a hit staggers you, some- 
times you can move again after you take a 
second blow. 


PROTIP: When you’re sandwiched between 
Warriors, try to use an arm lock. The War- 
rior at your back politely holds his attack 
until you finish pounding his pal. 

Super Double Dragon’s standout 
move is a unique and totally cool defen- 
sive technique, that enables you to grab 
a bad guy’s arm with a single button 


press. From this arm lock position, you 
can bust five nasty moves a la Bruce 
Lee, including a machine gun kick attack 
and a rapid fire back punch. To add 
insult to injury, you Can also toss your 
adversary at his crew. 

If you feel really cocky, you can build 
up a Power Gauge, that enables you to 
unleash four Special Techniques: the 
Roundhouse Kick, the Round Back Fist, 
the Jumping Round Kick, and the Jumping 
Back Round Kick. Building up power (by 
holding down L or R) during heavy fighting 
takes time, so be prepared to take mucho 
hits before you master the technique. 
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Whomp the speed bag for tricky fighting. 


The crisp controls deftly place all 
this awesome muscle power at your 
finger tips. Billy and Jimmy can kick 
Shadow Warrior butt as fast as your 
fingers can fly across the control pad. 
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As epee the Black Shadow Warriors 
are the willing targets of the Lee Brother 
vendetta. Billy or Jimmy can easily wipe 
up the streets with any one Shadow 
Warrior, but the creeps always gang up 
on you and their combined blows will 
take their toll. You face fierce guys called 
Steve, Williams, Jeff, McGuire, and Chin 
Ron Foo. When video game goons have 
weak names like that, you know they’ve 
got to be bad! 

Beware. Some Shadow creeps 
Carry weapons. However, if you make 
them drop their gear, you can grab it and 
use it yourself. 


PROTIP: Steve (the Schwarzeneggar clone) 
is tough. You must stay on the offensive 
and constantly vary your attack. Using just 
one technique is a disaster. 


PROTIP: When | Shadow Warriors . rk 
weapons, they can hurt their fellow 
gangsters. Time your dodges. 


PROTIP: In Mission 3, the Chins’ defense 
against kicks is murder. Move up and 
down as you punch. When one of your 
blows passes through their defense, stop 
and attack. If Mr. Chin picks up his D, 
move and punch again. 

The graphics are solid, but they 
won't knock you out. The background 
scenery could be anywhere. The Lees 
and the Shadow Warriors look SNES 
sharp. The smooth animation, however, 
floats like a butterfly and stings like a 
bee! There are no fancy Mode 7 moves, 
but watching the Lee boys stick and kick 
will pump you up big time! 
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PROTIP: McGuire’s a tough clown (literal- 
ly). In missions, take the high ground, then 
hit him as he tries to jump up to you. Be 


prepared to dodge his unstoppable flying 
spin attack. 


Stick it to the bad guys! 


The cart’s sounds don’t get in the 
way, which is good. The music’s fun, but 
you won't buy the CD. The effects are 
spare, but they enhance the fighting. 


Double Fun 

Super Double Dragon is one tough cus- 
tomer. If you like to talk beat-em-up stuff, 
you've got nothing to say until you beat 
this cart! Super Double Dragon kicks. 


PROTIP: The Nunchakus are the most 
devastating Warrior beaters. 


Familiar Sights & Sounds 

The seven Missions bust up some famil- 
iar-looking territory, including Las Vegas, 
San Francisco’s Chinatown, and the 
Golden Gate Bridge. You wind up at 
head bad dude Duke’s pad. 


PROTIP: In Mission 4, don’t fall off the trail- 


Super Double Dragon by Tradewest 
Graphics Sound Control  FunFactor Challenge 
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Intermediate 


er, In Mission 6, don’t fall off the cliff. Try to | Price not available Beat-em-up 
stay away from the bottom of the screen. 8 megs Two Players 
Available October 92 Customizable buttons 
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A long, long time ago 

(about 15 years), Luke Sky- 
walker and company made 
movie history and catapulted science 
fiction into the mainstream of American 
culture. It seems that Star Wars is cele- 
brating its “sweet 16” a year early this fall 
with the release of Super Star Wars, the 
first game from JVC/LucasArts for the 
SNES. Super Star Wars is a stellar game, 
even if you’re part of that two percent of 
the world’s population who have never 
seen the movie. 


Better Than the Movie? 

The game follows the plot of the movie 
for the most part, but some creatures 
and situations have been added or 
changed for the fun of it. For example, at 
the end of Stage Eight’s Cantina Fight, 
you battle one of the creatures from the 
movie’s holographic chess game. Super 
Star Wars takes scenes from the movie 
and expands them to create an action- 
packed game interwoven with a classic 
good versus evil story line. 
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PROTIP: In Stage One, shoot all of the scorpi- 
ons that appear in the very first screen and 
you'll receive a second blaster power-up! 


Full Force 

Super Star Wars has 14 stages of incred- 
ible interaction, including three different 
perspectives and three types of play. 
There are captivating side-scrolling 
action sequences, thrilling behind-the- 
vehicle shooting stages, and one white- 
knuckled in-the-cockpit stage. 

The majority of the stages are of the 
side-scrolling run-and-shoot variety. But 
they’re not your typical shoot ‘n’ scoot 
fare. Your surroundings are rich 3-D - 
worlds with graphically detailed sprites of 


a quality that is usually reserved for 
backgrounds only. In these cosmic 
microcosms, you control Luke with light- 
ning fast responses. You can run, jump, 
somersault, and execute a slide to get 
through small openings. You can also 
use the L and R levers to survey the 
action above or below you. With each 
new character you meet (Chewbacca 
and Han Solo), you'll be able to assume 
their role and give Luke a break. 

In Stage Two's Tatooine | and Stage 
Six’s Tatooine Il, you’re at the wheel of 
Luke’s Landspeeder in a breathtaking 
Mode 7 extravaganza a la F-Zero. Full 3- 
D rotation and near-photographic quality 
landscapes highlight these levels. 

Stage 13’s Death Star Attack fea- 
tures a similar perspective and game 
olay, but this time you’re in an X-Wing 
fighter shooting up a wave of TIE 
fighters. Here again, the detailed graph- 
ics are beyond belief, right down to the 
jets on the X-Wing and the nooks and 
crannies of the Death Star. 


PROTIP: The Jawas are sneaky little ene- 
mies. To avoid getting tail-gunned on 
Stages Two and Six, keep your Landspeed- 
er in one spot and shoot the Jawas as they 
zoom towards you until the message 
“Head Towards Sandcrawler” or “Head 
Towards Mos Eisley” appears on the 
screen. Then, to avoid the remaining 
Jawas, point your ‘Speeder toward your 
destination and floor it. Keep your ‘Speeder 
at the top of the screen by pushing Down. 


Wise wenis: L1.les <a 
ax oe asretra! geceilae a ae ss 


PROTIP: When you're at the top of the 
Sandcrawiler, don’t waste your time shoot- 
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over enemy shells, 
The famous Death Star trench battle 


sets the scene for the third type of exhili- : 
rating game play. In Stage 14’s Trench 


Battle, you’re in the cockpit of your X- © 
Wing fighter, complete with a cleverly 
detailed dashboard and a first-person 
perspective. You can use the L and R 
levers to shoot Proton Torpedoes, but 
some of the controls are a bit ambigu- 
ous. Pushing your directional pad moves 
the gun sights around the screen, but it 
also slightly moves your ship around 
within the Death Star’s trench. However, 
cool scaling graphics of the TIE fighters 
doing 360’s in your face and the 
crescendoing sound more than make up 
for this control oversight. 


PROTIP: To kill the Banthas, use the Force and 
your Lightsaber to fry ‘em with a few swings! 
Impressive visual effects don’t stop at the 
game play level. Star Wars has many 
eye-popping, between-stage scenes that 
incorporate letter-boxed, movie-like 
graphics and sound, along with dialogue 
that scrolls across the bottom of the 
screen. Although most of these pictorials 
aren't animated, the “camera” scrolls left 
and right to include the character who is 
currently talking. These scenes add depth 
and help explain any discrepancies 
between the game’s plot and the movie. 
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PROT: To defeat the Mutant Womprat, : 
jump and swing Luke's Lightsaber. 
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PROTIP: On Stages with lots of Stormtroop- 
ers or Sandpeople, shoot the enemies and 
collect Health Swords and hearts until your 
Health Bar is maxed out! 


Did You Hear Something? 
Super Star Wars has the best sound 
effects of any SNES game to date. Digi- 
tized voices add realism. You even get to 
hear Obi Wan murmur “Use the Force, 
Luke.” The sound effects of the shots 
and explosions will send your neighbors 
running for cover. The musical score 
takes full advantage of the crisp stereo 
Capabilities by pounding out Kettle 
Drums and blasting a flourish of heroic 
wind instruments. Although the music 
loops, it takes quite a while and it 
changes from stage to stage. 


PROTIP: In Stage Five’s Land of the Sand- 
people, have faith in yourself and the Force. 
You just might FALL into some extra lives. 


The Circle Is Now Complete 
Stunningly impressive cinematic scenes, 
equally incredible action sequences, and 
three skill levels make this game the one 
to own if you only own one. Rumor has it 
that work has already begun on The 
Empire Strikes Back for the SNES. But, 
as we all know, it takes patience to 
become a Jedi. 


Super Star Wars by JVC/LucasArts 
Graphics Sound Control FunFactor Challenge 
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Action/Adventure 
One Player 
Continues 


Adjustable 


8 megs 
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© By Boogie Man 


| It’s Turtle time—again! 
’ Those green-spirited 
Heroes in a Half Shell are back 

to kick some tail on the SNES in Kona- 
mi’s Teenage Mutant Ninja Turtles IV: Tur- 
tles in Time. | 

In this installment, that disembodied 
alien brain, Krang, swipes the Statue of 
Liberty. Everyone knows the Big Apple is 
Turtles’ Turf. So, the guys take off to 
recover the lost Lady Liberty, only to run 
smack into the sinister Saki, better 
known as Shredder! Shred Head zaps 
the anxious amphibians across several 
thousand years of history in thumb-burn- 
ing, side-view, multi-scrolling, hack-‘n’- 
slash action. 


The Turtles take on the Technodrome. 


Hot from the Arcades 


This game is based on the coin-op hit, 
Teenage Mutant Ninja Turtles II: Turtles in 
Time. If you’ve pounded on that quarter- 
cruncher, you'll be fighting across familiar 
terrain. The graphics are Turtle-rrific, vir- 
tually identical to the arcade version. You 
can literally throw Foot Clan soldiers right 
out of the screen. You get some nice 
Mode 7 effects, especially when the Tur- 
tles warp through time. Even when a Tur- 
tle’s not fighting, he’ll twirl his weapon 
and make a menacing grimace while 
waiting for his next encounter. The ani- 
mation scrolls smoothly, and the game’s 
lighting quick. Once again, Konami asks, 
“What’s SNES slowdown?” 


The sounds don’t embarrass the cart. 
They feature some nice effects, agonzing 
grunts and groans, Shredder’s sinister 
laugh, and a catchy rendition of the Tur- 
tles Caron S hia sides 


‘ 


Does Anybody Really Know 
What Time It Is? 


TMNT IV takes you on an awesome 
adventure. Michaelangelo, Donatello, 
Leonardo, and Raphael fight through 
seven murderous historical levels. 
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You pick your favorite Turtle. 


No time for a pizza break here. Each level 
is swarming with Shredder’s Foot Clan 
Slimeballs and mutant misfits who are led 
by some of your favorite Turtle villains: 
including Rahzar, Tokka, Metal Head, and 
buggy Baxter. That’s just the first level! 


In fact, Level One features four fight- 
ing scenes through New York City. You try 
to beat the streets and surf the sewers. 
You end up at the Technodrome in a 


great boss battle that isn’t in the coin-op. 


Here you fight Clanners by looking over 
Shredder’s shoulder as he tries to sight in 
on you with blasters and pinchers. 


493 
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Hit the nose sor R. King’s sewer ship to sink him. 


Beat the Dread Shred and he still 
gets the last laugh as he transports you 
backwards and forwards in time. Your 
fist stop is a rowdy prehistoric romp 
through Level Two’s dinosaur land. Beat 
up on Shredder’s minions and you get to 
take on the same gang again in an old, 
double-mast galleon in Level Three. Sink 
Rocksteady and Bebop at the ship’s aft, 
and you warp to an Old West train. Alll 
aboard are after your tail, so step lively to 
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face Leather Head in the caboose. Next, 
it’s fast forward to Level Five and 2020 
A.D. for some anit-gravity disc surfin’ a’ 
la F-Zero. Krang’s here in his massive 
cyborg body, but you’ll have to chase 
him to the Level Six Star Base and beat 
him in his saucer to find Lady Liberty’s 
prison. The final shell-shock occurs back 
at the Technodrome, where Shredder’s 
ready to cook up some Turtle soup 


Mutant Moves 

The Turtles are decked out for action with 
their classic weapons and new special 
attacks. You also get the flying side kick 
and special super moves from the NES 
games. As in the 8-bit games, the stan- 
dard single-button press move is tough 
Stuff. With this move, each turtle can fire 
off the appropriate move for each situa- 
tion. For example, one button press 
might make Donatello spin his Bo staff 
like a propellar, swing it one-handed, or 
make a devastating overhead chop. 


Something for Everyone 

A great feature about this cart is that it 
dishes out plenty of top-notch action for 
picbpsiee of Doin Skill level and cae’ One or 


two-players can play as any Turtle. Play- 
er Two can join in at anytime. You get five 
continues and you can set the game for 
3-, 5-, or 7-lives per continue per Turtle at 
Skill levels of Easy, Normal, or Hard. At 
each continue you have the option of 
switching to another Turtle. 

This cart isn’t an overwhelming chal- 
lenge, but it’s a shell-full of fun. Easy 
mode is perfect fun for little kids, 
novices, and players who don’t want to 
work to see the end of the game. At Nor- 
mal and Hard skill levels, the thumb- 
burning action may temporarily turn solo 
players green, but even intermediate 
video martial artists can conquer the cart 
eventually. Two Turtle maniacs can really 
kick shell even in the Hard level. When 
you and your bud beat the cart, you can 
try Versus mode to see who’s the bad- 
dest dude in the cart. 


You won’t find this level in the coin-op! 


Score IV 


lf nonstop hack and slashin’ is your thing 
and you love the Teenage Mutant Ninja 
Turtles, get this cart! This SNES game is 
better than its arcade counterpart overall, 
despite the coin-op’s great four-player 
buy-in. All the bosses are straight out of 
the comics. Plus, you get two additional 
fighting scenes, and you don’t need to 
feed it tokens. If you’re still pondering a 
16-bit commitment to Nintendo, this cart 
might make up your mind. Is this game 
great? Do Turtles have lips? 


TMNT IV: Turtles in Time by Konami 


Graphics Sound Control FunFactor corsa 
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Action/Adventure 
2 player 
5 Continues 


Available Now 
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By Feline Groovy 


Another day another demon. 

ja I / In Actraiser by Enix, you 
take on demon-of-the-month, 

Tanzra, and his ugly band of beasts. 

The big T’s turned his pals loose on a 

population of helpless humans, caus- 

ing them to lose their faith and their 

will to carry on. You’ve been select- 

ed to be all things to all these 

people: deity, protector, provider, 

restorer of peace, the whole 

works. It’s a rough and tumble 

kinda’ job, and nobody's going 

to let you off the hook until your 

sate sien 


Your guardian angel. 


Your partner, a pre-pubescent Harpo 
Marx look-alike, beckons you to the 
Sky Palace for a quick briefing, then it’s 


off to monstenland. Actraiser’s gameplay 


is a hybrid of that from Populous and 
Ghouls ’N Ghost, minus the long range 
weapons. You duel against time and 
monsters in six, side scrolling regions: 
Fillmore, Bloodpool, Kasandora, Atos, 
Marahna, and Northwall. Between bat- 
tles you direct the angel through a 
menu driven sequence where, from an 
overhead perspective, the two of you 
perform more tasks than you’d proba- 
bly care to remember. 

Your people are weak — they can’t 
do nothin’ for themselves. These wee- 
nies want you to kill monsters, com- 
mand natural phenomenon such as 
lightning to clear rocks off the land for 
planting, teach them bridge-building — 
the list goes on. These sequences easi- 
ly eat up five to ten minutes, which, if 
you're hot for fast moving hack-ana- 
Slash action, seems like an eternity. For- 
70 


tunately tedium does not come without 
its rewards. The bigger and stronger 
their population becomes, the more 
goodies (magic spells, explosives, etc.) 
the people will offer in thanks. Call it 
mutual back scratching. Without their 
population growth or offerings you 
won't gain the experience points or the 
power to move onto the next level. 
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SCORE 


You swing a bulky broadsword, and al- 
though it's powerful it lacks range. To 
remedy this shortcoming practice 
swinging from both the standing and 
the squatting position, as enemies ap- 
proach you. 

Every level is a visual feast. The 
terrain (desert, forest, etc.) and color 
scheme are completely different in each 
level, and you never run into the same 
creatures twice! The graphics are so 
hot, - they’re molten! And, the music’s 
SO crisp you’d swear there’s a mini-or- 
chestra accompanying the gameplay. 


Thrown to the lion. 


This is Enix’s “first born” into the SNES 
family, and there’s much to be proud of 
in this baby. The eene, mystical mood of 
Actraiser makes you feel as if you just 
slipped into the pages of a J.R.R. 
Tolkien novel such as “The Hobbit.” 
There is more time to complete the ac- 
tion sequences in this version than there 
is in the Japanese version, which makes 
it a bit easier on the nerves, though not 
on the thumbs — the combat challenge 
is still awesome. Should you emerge 
from the current 16-bit hardware wars 
as a Super NES owner, you absolutely, 
positively have to experience Actraiser — 
whatever an Actraiser Is. 


GamePro's Game Rating System 


Graphics Sound Gameplay FunFactor Challenge 
Actraiser by Enix America 
Price not available 
Available now, 8 megs 
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the way out. The ‘Zone consists of 41 
increasingly tough levels, plus eight 
Bonus Levels. You won't beat this game 


GES By Ugg the Bug anytime soon! 
nA A) Usually 16-bit games get  PROTIP: As soon as you enter a Level, 
shrunk down for the Game a ng sr a . a never 
oes Faceball 2000 by Bullet- as me: an 
Proof Software goes the other way, and I ROTIE : Pe peeping 


scores big. 


: a is a one-time, ro oat : 


us the Smiloid All-Stars. You 


PROTIP: One successful strategy in a two- 
player Arena match is to Rion yourself 
t«. 


in 6) Cyberzone-t the Smiloids will il get you if you 
don’t watch out! 

At its wildest, the game’s like a 
1970's nightmare flashback. Smiley 
Faces swarm around you. Every time 
they knock you for a loop, they say, 
“Have a nice day.” The silly, vapid phrase 
drives you nuts after awhile. You gotta 
admire such a deliciously depraved 
sense of humor! 


_ The sintoid a has rolled over 


There are two basic games: Cyberzone 
and Arena. Yes, that’s Cyberzone not 
Cyberscape, Game Boy Faceball fans. 
Unlike GB Cyberscape, where you had 
to search for the exit, Cyberzone focuses 
on Smiloid smackin’ fun. You merely zap 
a certain number of Smiloids to reveal 


PROTIP: In the easy earty levels itive: 
zone, don’t exit until you find the power- 
ups. For example, Level 1 has Armor and a 
Speed-Up. Level 2 and Level 6 have Shields. 
Level 3 has a Sensor and a Weapon. 


PROTIP: To attack moving Smiloids from 
afar, such as Gremlins, fire a string of balls 
across their paths. 

_ Tohelp against your good-natured 
geometric foes, you can find power-ups 
hidden in special Pods. Power-ups include 
Armor, Speed-Ups, and Sensors, which 
reveal your foes on your Level Radar. 


Faceball’s graphics are SNES sharp. 
There’s really not that much variety to 
them, but oh how they move through 
those weird mazes! You get an awesome 
first-person perspective of the action, 
which surrounds you with the labyrinthine 
Faceball environment. Some of the back- 
grounds are knockouts. 


“Two -player games cata a slick 


F bpt screen view. In versus games, you 


Can see yourself in your opponent’s 

screen. However, the cheat factor isn’ L. 
significant. The music andthesound 
effects are justright. You might eventurn 
up the ae a 


Fe seball 2 3000; is a simple game ober ‘ 
that works. What you see is what you 
get. SO, if you like what you see and read 
here, get it. The only thing this game's 
missing is the Game Boy's four-player 
capability. Until that SNES technological 
breakthrough occurs, that’s ca shave a 
nice gepeaaaay! | 


‘Faceball by Bullet-Proof Software 


Graphics Sound Control  FunFactor Challenge 
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Advanced 


Action/Puzzler 
8 megs Two Players 


Price not available 


Available now Have a Nice Day 
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AE Fans of Capcom's arcade 
greats will be ecstatic to hear 
that yet another coin-op clas- 
sic is making its way to the SNES. Magic 
Sword is nonstop, hack-until-you-drop, 
arcade-style combat. 


A Slice of Fantasy Life 

Step into the sandals of a totally buff 
fighting warrior, and chop your way 
through 50 side-scrolling floors of a mys- 
terious, dark tower. Your goal is to van- 
quish the evil that lurks atop Drokmar 
Keep. The only thing missing from the 
arcade version of Magic Sword is simul- 
taneous two-player action (too bad). 


Ay Cw OS Ck BAD 


Hard core hackers may not break a 
sweat playing Magic Sword, but they'll 
have plenty of fun trying. Each floor is 
fraught with perils, from boiling lava pits to 
falling boulders. A horde of un-dead crea- 
tures, including skeleton warriors, electrify- 
ing jellyfish, and stinging scorpions, are out 
to make you just another has-been warrior. 
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Don’t Go Alone 


An option screen enables you to cus- 
tomize the game’s buttons for excellent 
game control. Our hero can jump, and 
fight with his sword. When he reaches 
different levels in the game, or fights one 
of the seven incarnations of the evil boss- 
es, he earns a more powerful sword. 

Magic Sword’s warrior hero can also 
free one of eight different companions to 
fight by his side. He can unlock their jail 
cell doors with keys he finds in hidden 
treasure chests. 

Treasure chests hold more than 
keys. Some items are good, some are 
bad. For example, grab a Crystal Ball to 
help you locate hidden Treasure Chests. 
On the downside, grab an upside down 
beds and ee ‘ll lose life hates 


Sasa 


Saeeemers 


Cutting Ce Coinments 


lf you’ve got a yen for a good dose of 
arcade-style hack ‘n slash, Magic Sword’s 
the ticket. Occasional slowdown isn’t too 
troublesome, and ultra cool music makes 
you feel like fighting. Adjustable challenge 
and a Floor Select up to Floor 33 make for 
a game that anyone can beat, but they 
don’t cut down on the fun. Grab your 
sword and get ready to make some 
magic! 

Magic Sword by Capcom 


Graphics Sound —Control_—_FunFactor 3 Challen 


Action/Adventure 
One Player 


Price not available 
8 megs 
Available July 92 
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S What does it take to be a 

¥ true leader? A glowing-but- 
vacant smile, a campaign 
wallet ral size of Texas, perhaps the abil- 
ity to pass oneself off as a vice presi- 
dent? Well, maybe, but to perform the 
real behind-the-scenes work at the city 
level you need a sharp mind, expert 
planning skills, and a sensitivity to the 
needs of the citizenry. SimCity, a com- 
puter classic, puts your political prowess 
to the test on the Super NES. 


It's time to learn every aspect of running 
a city, and that’s where Dr. Wright, ec- 
centric chemist and mayor extraordinare, 
comes into the picture. He guides you 
Step-by-step through your duties in the 
well-wnitten instruction manual. Dr. W 
Challenges you with several simulation 
options: the Practice City, an easy self- 
Starter; New City, a build-your-own; and 
City Scenarios, different real-life and in- 
vented city disasters to relive and correct. 


OCCA ERP MIA ET EEE ESI BR PRE AR NRE 


Your simulated city, step by step. Five 


Your fledgling village begins with a power 
plant. Choose coal (pollution anyone?) or 
nuclear (watch out for the meltdown). 
Once you’ve got power you need peo- 
ple. Build residential zones, industrial 
zones, and commercial zones. You can 
see if different sections of the city pros- 
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SimCitizens choke on industrial pollution. 


per via an overhead view map. Industnal 
areas Cause pollution so you must sepa- 
rate them from commercial and residen- 
tial districts with parks. And what about 
transportation? Roads or rails provide ac- 
cess but try to avoid traffic tangles. 
PROTIP: Always use mass transit because 


you'll eventually have to bulldoze roads 
when traffic becomes a problem. 


If all goes well the old zones fill up 
and growth demands additional zones. But 
remember that expansion can grind to a 
halt if you don't stick to your master plan 
(you have one, don’t you?). Add police sta- 
tions and fire departments to keep crime 
and blazes under control. When commerce 
picks up, build a seaport and an airport to 
boost trade. SimCity is all about making 
the nght decisions, but sometimes more 
than one answer is correct. 


PROTIP: Gaal of zones are more likely 
to succeed because buildings can combine 
into a “top,” which swells population 
tremendously. 


Part of the fun of SimCity is preparing for 
— and trying to overcome — natural and 
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other kinds of disasters. Fires, tornadoes, 
plane crashes, earthquakes, floods, and 
monster attacks can level a megalopolis 
in the blink of an eye. Some are triggered 
by specific conditions (such as flooding if 
your coastline is underdeveloped) or you 
can simply turn one or more loose on 
command. After a while you may even 
enjoy razing your city with a six-comered 
Coalition of the elements. 
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PROTIP: Bowser leaves a ical of eae 
buildings and out-of-control fires in his 


wake. Clean up after him by pausing every 
few moments and installing fire depart- 
ments in place of smashed dwellings. Don’t 
forget to keep power lines connected! 


It may take five or 5,000 years of game 
time to reach SimUtopia, but you certain- 
ly won't grow bored trying. Because Sim- 
City is a true simulation, graphics and 
sound aren't too important — what mat- 
ters is the limitless complexity of game- 
play. If only the battery could save more 
than two files! 

With 1,000 landforms to develop, 
eight city scenarios (two of which only 
appear after you complete the first six), 
and a wealth of options, it’s obvious why 
SimCity is highly regarded by PC players. 
It's so real, it’s unreal! 
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SimCity by Nintendo of America, $49.95 
Available now, 4 megs + Battery back-up 


Graphics Gameplay FunFactor Challenge 


GamePro's 16-Bit/ED-ROM Video Gaming e — 1993 73 


ees oe 
GP as a0 Co 


3 


Smash TV! I’m The Game 
Show Host with the Most, and these are 
my beautiful co-hostesses, Trixie and 


Bubbles. Tonight’s Super NES telecast ei 


Acclaim is guaranteed to blow 
your picture tube out of the 
wall! So sit back, relax, and let 


the games begin! f 


Rules to Smash 


As always on Smash T.V., you 
get to play as one or two of our 


the Blue Guy. Working alone or to- 
gether, you play the ultimate game 
show for the ultimate prize: your 
lives! (Heh heh, no wonder we get 
such high ratings.) Die-hard junkies of 
the arcade and NES broadcasts of 
Smash TV. will recognize our version as 
a direct translation, but even new-com- 
ers, especially those who blazed through 
coin-op classics like Robotron, can learn 
our rules and regulations fast. You better 
learn or you’re dead! 


contestants, the Red Guy and \ 


Firing up the Airwaves 

As our lucky contestants, you get plenty 
of firepower to help you fight to the 
finish. You start with regular rapid-fire 
laser pistols, but they can scrounge up 
Grenade Launchers, Photon Guns, 
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A shocking experience. 


speed enhancers, and the ever-popular 
Mobile Forcefields. The Super NES pad 
provides pin-point accurate controls. 


Make the most of your lives ‘cause you 
only get five of ‘em to start (you can find 
more) and four continues. 


Big Money! Big Prizes! 

I Love It! 

Smash T.V.’s not just about risking it all 
for the thrill of total carnage. Not only will 
you live if you win, you'll retire from ultra- 


violent game shows in luxury with all the 


VCR's, cars, toasters, and cold, hard cash 
your fists can grab. Look sharp or the 
prizes will slip through yo nese fast! 


* TORSTER 
5 BONUS 
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Meet Mr. Shrapnel! 

Wait ‘til you get a load of our mutant hu- 
manoid masses here at Smash T.V. Red 
Guy and Blue Guy get gooey with gang 
bangers like the Club Creeps, Satellite 
Orbs, Cyborg Tanks, and everybody's fa- 


mea VOrite explosive personality, Mr. Shrap- 


nel. All are captured in crisp over- 
head-view, splatter-happy detail. 
Each of our four levels of stage 
frights concludes with one of my 
associate mass murderers, such 
as Scar Face and Cobra Head. 
And to earn the Grand Champion 
trophy, you sane SeUTORS me, the 


sonra 


Get Smashed 


All right, we gotta admit our show isn't 
as graphically intense as some SNES 
broadcasts, but, hey, the digitized voices 
and stereo beats are 16-bit superb and 
the action’s right on target with the ar- 
cade original. Come on down and take 
your best shot at Smash T.V.! 
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Smash T.V. by Acclaim Entertainment 
$59.99 
Available January 
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“4 Calling all members of the 
Sf) Master Higgins fan club! Hold 

on to your hats...and loin 

cloths. The master-meister is back. 

The indomitable Higgins has saved 
the peaceful denizens of Adventure Island 
more than once when danger threatened 
in the form of nefarious Witch Doctors 
and the like. Now the Master's ready to 
kick-back, enjoy a few island coolers, and 
spend the rest of his days snuggling with 
his honey, Jeanie Jungle. Enter Dark 
Cloak. Higgins’ stargazing “a deux” with 
Jeanie turned into a chilling experience 
when Dark Cloak gave the Master's main 
squeeze a heart — and body — of stone. 
Now Higgins has to seek out the Dark 
one and get his gal pal back. 


A New Adventure 

The name of the game may be essentially 
the same, but in this first 16-bit adventure 
for the feisty Higgins by Hudson Soft you’re 
gonna’ notice quite a few changes: First off, 
16-bit graphics and super sound. Bigger 
sprites, gorgeous colors, and vertically and 
horizontally scrolling arcade-style action give 
this island adventure a different look and 
feel from its precursors. Higgins still runs, 
jumps, and rides a skateboard, but he 
doesn't nde any dinosaurs. His weapons of 
choice in this island encounter are an Axe 
or a Boomerang — and this time around he 
doesn't have to break any eggs to find 
them. They’re right out in the open. Higgins 
grabs up to four of each weapon to power 


them up to Fire Weapons. 
Adventure Island has 


the perfect climate for Sa 
growing tropical fruit, Js ee 
including Bananas, of) 3 5 


nate because Hig- 
gins needs to grab 
snacks to keep his energy meter 
powered up. As he leaps across the is- 
land his energy drops. When it hits zero 
he’s a goner. 
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island Hopping 

Higgins’ journey across Adventure Island 
takes him across some familiar, and not- 
so-familiar territory — five rounds, each 
with four areas and a big, bad boss bat- 
tle at the end. In addition to romping 
across the familiar island paradise, Hig- 
gins journeys through a cavern, swims 
underwater after he’s swallowed by a 
whale, shivers across a frozen mountain- 
top, rides a minecar inside of a mine, 
and even climbs a tree. 


Each level also features a hidden Star 
Bonus Round where Higgins can jump to 
Claim prizes, and, if he completes the 
bonus round perfectly, eam a 1-Up. And 
speaking of 1-Ups, you'll earn one every 
90,000 points — and you're gonna’ need 
them all. Two continues, with three lives 
per game aren't gonna’ take you very far 
on this island 
vacation! 
a 


Island Vacation 

Graphics and sound make this 16-bit is- 
land paradise a feast for the eyes as well 
as a Challenging game. Despite a few 
minor flaws — the gameplay seems a little 
sluggish because Higgins just doesn’t 
move as crisply as his smaller self in the 
8-bit games — fans of the original classic 
game and its sequels will find this island 
adventure’s a real trip! 
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By Colorful Commentator 


So you still haven't found a 
tennis video game that 

Ss” comes remotely close to 
qualifying as a championship contender? 
Your courtside blues are over! Super Ten- 
nis by Nintendo walks away with Game- 
Pro’s 16-bit Grand Slam tennis trophy. 


Lace up your Pumps and re-string your 
racquets all you tennis doubles teams, 
Super Tennis is built for multi-player 
comfort. One player can take on the 
computer in a singles or doubles 
matchup, but grab a friend for the best in 
SNES tennis action. Go head-to-head 
against your bud in singles or doubles, or 
put it on the line together against the 
CPU. The only element lacking element 
is an option for three- or four-player inter- 
activity, but that’s because no such 
adaptor exists for the Super Nintendo! 
Too bad! 


Touring the world with Super Tennis. 


If you’re into video games that imitate life, 
forget it, Super Tennis’ players are fictional. 
But each one has individual stats and char- 
acteristics, so player-selection strategy is a 
must. You can tour the Men’s or Women’s 
World Circuit, enter tourneys at selected 
court sites, and make a play for a trophy 
and a password. The characters are drawn 
in that silly Super Mano vein, but the fluid 
animations and crisp top-angled court 
scrolling are simply the best ever for a ten- 
nis cart. Likewise, the sound effects, such 
as the reverberations of the ball, the roar of 
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the crowd, and the “thwack” of your rac- 
quet, sound oh so sweet! Too bad more 
digitized voices other than “Out,” “Fault,” 
“Deuce,” and “Let” aren't used. 


Double your fun with the doubles mode! 


PROTIP: Amy and John have powerful 
ground strokes which make them the 
strongest all-around players. 


Most tennis titles contain a limited range 
of controls, moves, and shots when 
compared with “the real thing,” but 
you’re all over the court in Super Tennis. 
The SNES pad’s four fire buttons tngger 
a Flat (B), Slice (A), Topspin (X), or Lob (Y) 
shot at the baseline, and control Volleys 
at the net. Your L and R buttons at the 
top of the controller add left or right Spin, 
respectively. Also, you have the ability to 
dive for just-out-of-reach balls. No jerky 
movements here, the players are smooth 
as an lvan Lendl or a Boris Becker...well, 
almost. About the only thing you can’t do 
is badmouth the ump’s calls! (Although 
you do throw a mini-tantrum and yell 
“Rats” and “No!” if you miss a shot or 
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lose the match. You think that’s screwy, 
the Japanese version of Super Tennis 
contains even more risque language 
we're too polite to print!) 


Make the dive or miss the shot. 
PROTIP: To execute a drop shot at the net, 
hold down Up if you’re on the far court or 
Down if you’re on the near court, and then 
press A. 


PROTIP: To pull off an unreturnable slice 
serve, stand in the spot indicated in the 
above photo, hold the direction on the pad 
your serve is travelling (Right if you’re 
serving right or Left if you’re serving left) 
plus Spin, then hit the ball just before its 
lowest point. Bingo! 


Super Tennis serves up some of the best 
gameplay, graphics, sounds, and all- 
around fast action in a tennis, or for that 
matter any sports cart ever. The realism 
is uncanny, right down to the obnoxious 
ball boys who prowl the net between 
points. Super Tennis delivers! 
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Super Tennis by Nintendo of America 
$49.95 
Available now, 4 megs 
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the kingdom of Aslan. The 
dastardly perpetrators of destruction are 
the arms dealers of the sinister Project 4. 
Their mercs now control every area of the 
country except one...Area 88. Fortunately, 
that’s the hangout of some of the finest pi- 
lots in the world: the UN Squadron. 

The Squadron has been waiting for 
the right moment to put an end to the evil 
forces of Project 4. Now the time has come. 


Mission Briefing 

Capcom's UN Squadron is a hard-hit- 
ting, horizontally scrolling, aerial combat 
- shooter. To complete your mission, you 
must conquer 10 Areas, ranging over air, 
forest, desert, and sea. 


This desert's deadly! 

You begin the game by choosing to 
play one of the UN Squadron’s three finest 
pilots. They are: Shin Kazama, the 
squadron's top gun and the fastest char- 
acter to power up; Mickey Scymore, spe- 
Cial weapons expert; and Greg Gates, who 
has the most flying time under his belt. 


Able to ¢ly even the gost 


damaged plane. Greg has been 
the sole survivor of many 


PROTIP: Use Greg Gates. He’s your best 
shot because he can recover from a hit 
faster than any other pilot. 


Before the battle UN Squadron lead- 
er Commander Saki greets you in the 
briefing room where you choose your 
field of battle. Saki provides information 
and strategies about your target. Next, it’s 
off to the hangar where Crew Chief Mc- 
Coy eagerly awaits you. He inspects your 
aircraft and later he sells you special 
weapons - if you can afford them. 


PADTIL Ui dete tas akucelt to was tks 
game. First, the F8E Crusader, second, the A- 
10A Thunderbolt, and third, the F200 Efleet. 


Supersonic Strategies 

UN Squadron isn’t just a mindless shooter, 
i's also a game of strategy. For instance, 
some special weapons only work with cer- 
tain aircraft, and you'll discover all too quick- 
ly that out of the six aircraft only certain 
planes can get you through a given area. 
PROTIP: Save your money. You’ll need it 


later. Also, save your special weapons until — 


you reach the Boss. With the right jet you 
can make it through an Area without nis 
special weapons. 

More importantly, you must rack up 
points by blasting bad guys. Points con- 
vert into money, which you use to up- 
grade your aircraft as well as purchase 
special weapons. As you fight in an area, 
you can power up your Vulcan cannon 
and pick up tasty treats such as shields, 
fuel tanks, and special weapon ammo. 


Watch out ~ Tanks + hiding i in these trees. 


PROTIP: Just before you fight the Stealth 
Boss, fire your Vulcan Cannon at the upper 
right corner of the screen. A blue pod will 
appear. Grab it to partially refill om ‘fuel 
fanks. 


PROTIP: To defeat the Sub boss in the sub- 
marine level, wait until it submerges, then 
drop bombs on it while it’s underwater. 
The bombs still cause damage. __ 


A Dog-Eat-Dogfight 

UN Squadron first blazed through the ar- 
cade skies of Japan, where it was re- 
leased as a coin op called Area 88. As 
usual, Capcom did a great job convert- 
ing the game to the SNES. 

_ Inside sources tell us that this cart 
has three different endings. Good luck try- 
ing to find this out. UN Squadron is one 
tough customer! 

If you ¢ don't believe the hype about 
SNES games, UN Squadron will open 
your eyes. If you're an aerial shooter ace, 


_ you can't let this one fly past you. 
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UN Squadron by Capcom 
$59.95, Available now, 8 megs 
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a thee downright dirtiest of eo throw 
a oft tr the treasure trail ante cunning, 


Behind D Door Number ne. 
To find his way through the Addams’ 
~ side-view mansion, Tully collects en 
_ matches up the color to a door, and tries 
~ his unlocking luck. Sometimes he'll dis i - ek ce 7 : 
cover treasure, other times he'll find a Me econ i nse fUn ncle Fester 
gaggle of ghosts, and occasionally hell ‘is your first opponent in the N lausoleum, 
Acumen ae oe : : stare nose-to-wart at a very aned A Ad : but things take a turn for the 71 WT 
juess who's a creeping a ther dams. Yikes! Eventually he wants to | _ he slips, loses his memory, and makes a 
| e TurboC rah-OD? ~ reach the study, open the secret pas i made dash of his own for the valu ee I 
. he Addams Family, thats -—- Sage, and muck through the sewers in _ s see more of him later. : 
oe vibe But you already knew that, proba- _ Search of the fabled Addams uae a 
bly have known that for a few months vault, : x 
See GamePro, November ‘91). NEC just a PROMIP: Never re-enter an Addams Family . 
ae the finishing touches on this parting _ member's room or you might have to re- 
new movie-disc, s sO here's a ful scale fight him or her for no reward! 
Co review. ee one, o oe Tullys a pretty meek guy, so ha | 
re totes a harmless-looking but lightning- - 
fie Routt wi May Pee cc ep nent ioe 
c ‘Family attorney Tully , Alford waseven ia ee 6j 7g il nid hee Go = . ee ts oe 
more of a creep than any member of the hy y pe _ PROTIP shoo ot Festus he a 
Addams clan - he tried to bilk them out of lider whe Sword along the way. He : 
a te family tine: rece? hinihes gets three lives to live and no continues, 
 Gptone lestoiance to redeem hlesude. = but that’s fair because the or is 
= pehiilor Welide'hesctolretouschioia  MATCeC enprocmiaioly . 
> Gomez challenges you as Tully to a wir __-PROTIP: To speed up your umbrella shots, a: 
all or lose-it-all game. of treasure ee in i se a, : os 
“ os nd press Te 
ee raeaaen which oe oe 
” minor enemies on thes screen and dam- | 


: “Amaniac’s mansion tc to be sure, 


— Music to Chill and fo Thrill 


i Since the Addams’ latest haunt is the a nd 
. | : P P: he nti 
drive, you're probably expec nom When pumas hau sie 


cting some. laugh, you've entered an Empty 
A -superspooky effects, music, and even S room with spooks but no treasure 
VOICES, Right on! The cackles 0 the and you should leave immediate- 
ghosts, the chain-rattling of the pele _ ly However, this blue first-floor 
the bubbling of Granny's: cauldron, and of _ ghost room contains the most 
Course the theme song are all movie- - “2 e Sort prize in the game, oe 
oe quality. At certain | oints in thegame : 
you'll scope a “cinema” still pic straight Allin the Family 
from the flick accompanied by dialogue ‘This family portrait is 
-_ tecorded by professional actors! Unfortu- < enough to make any — 
oo nately, the | In-game action graphics @ are ~~ photographer cringe! 
| decidedly un-creepy, ~ Each member wil pa 


shots fake tet ap verte frat 
and splat the bats. : 


Next you have it out with Wecnee 
day, who decides to “play nice” with Mr. 
Alford by levitating her toys and smash- - 
ing them into your face. What a brat! Her 
brother Pugsley is just as bad, if not 
worse. Things get hairy when his Lab’s 
science experiments go saelianiode 


So ee ee 


COPE % Non00s200 PROTIP: Run as fast as possible through the PROTIP: Rapid-fire shoot the Venus Human 
seen Torture Chamber to take minimal damage. _Trap plant at the end of Morticia’s Green- 
Granny's brewing up a storm in the en an one, 
Kitchen, so if you're not agile consider Lurch the butler patrols the hallway 
yourself as good as slimed. Even if you and generally makes a nuisance of him- 
beat her once she returns to haunt an- _—_—«Seff. Thing crawls finger-over-finger and 
other day, the next time in the Attic. Mor- | Manages to get underfoot at the most in- 
ticia gives you a double dose of Addams  Opportune moments. And pop Gomez, a 
oddities, once in her Green, err.., make  _Self-styled swashbuckler, uses his rapier- 


ri a 
aout D3 


ta ame Ver 


PROTIP: To beat Wednesday at her own that Deadhouse, and again in the Den. Sharp wit and blade to confound you in 
game, keep moving and shoot her floating 
toys. They fly in patterns, so be fast. 


the study and later at the end of the 
game in defense of the vault. 
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PROTIP: To dispatch Granny’s infernal 
Stove, stand on the edge of the table, leap atte alent, ‘eta atele 
over her UGGGH cuisine attacks, and shoot _ PROTIP: Ride Gomez's large-as-life electric 
tegen trains to a plethora of emeralds and other 
the Green Key. treasures. 


You Rang? 

Aside from the so-so play visuals, the 
only knock against the Addams CD is 
the sloooococow loading time when you 
change rooms. Still, the running, jumping, 
shooting, and item-grabbing gameplay is 
some of the best around, comparable to 
Carts such as The Simpsons for the NES. 
If your taste in video games is as per- 
verse as The Addams’ sense of humor, 
this is one night of frights you won't want 
to pass up! 


GamePro's Game Rating System 


Bsaae 


Graphics Sound Gameplay FunFactor Challenge 
The Addams Family by NEC 
$61.99, Available now 
40 megs 
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Lovelock’s a sleepy, desert 
town in for a shock. A toxic 
spill at the local Atomic Plant 
causes a colony of harmless ants to 
mutate into an army of rabid, man-eating 
beasts. If someone doesn’t stop her 
soon, the Queen Ant will exterminate 
Lovelock’s inhabitants as an appetizer to 
her main course - the entire human race! 
This can only mean one thing. It Came 
from the Desert is heeeeere — for your 
TurboGrafx-CD. 


Better call the Orkin man! 


A Deadly Encounter 

You play homeboy biker Buzz Lincoln, 
quite possibly humanity’s last hope 
before... CHOMP! As Doctor Horton Pang- 
borne’s atomic energy assistant, you 
investigate the Atomic Plant when the 
Doc’s radiation sensor grid is disrupted. 
As you search the deserted facility, you’re 
jumped by a pack of glow-in-the-goo 
ants. A few revolver rounds save your 
Skin, but the war has only just begun. 


You have eight days to convince Love- 
lock’s citizens of their imminent ant danger. 
Then you must hunt down and torch the 
Queen before she fulfills her sinister plans 
to use an A-bomb to turn Lovelock into a 
smoldering, mushroom-shaped cloud. 


Eight Days to Save the World 
To produce stunning visuals, It Came from 
the Desert melds full-motion video, digitized 
scenes, and hand-drawn images. You see 
Lovelock’s settings through Buzz’s eyes, 
and the bulk of the game is a menu-driven 
graphic adventure. You choose people to 
talk to, places to go, and sights to see. Cer- 
tain cinema segments run automatically, 
others are triggered by your actions. 


PROTIP: At the end of Day 2, head to Borax 
and choose Strength. The Man o’ Stee! will 
teach you a forward flip move that’s handy 
in the tunnels! 


You interact with an eccentric cast of 
characters, each with their own personality 
and motivations. Some folks will help you 
and provide important clues. Others have 
been psychically enslaved by the Queen’s 
Antmind and turned into Antdroids! The 
Antmind’s influence will try to possess you 
over the radio waves, on T.V., and whenev- 
er you encounter a ‘droid. 


PROTIP: Save Prissy and Sonny at the 
drive-in and they'll join your cause. 


Each day you have several turns to 
visit the surroundings. Key locations 
include the Atomic Cafe, the Foundry, 
the ghost town Borax, Lud’s Ammo 
Shop, Doc’s Observatory, and your girl- 


friend Prissy’s home. If you encounter an 
antsy situation, you’ll waste the bugs in 


PROTIP: If you're captured, escape alive 
from the Queen’s holding cell to save time. 


Crawl this Way 

It Came from the Desert tosses several 
types of game play at you. The most 
common battle pits you against the ants 
in an overhead view, tactical land war. You 
use bombs and dynamite to seal off the 
ants’ underground tunnels. This sequence 
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PROTIP: With a dismembered leg, prove the 
ants’ existence to General Hightower and 

you'll have access to the U.S. Air Force dur- 
ing the overhead battles. 


P Ley fe Re AP, 
ae ne Thoth 


PROTIP: To win in the land war game, fill in 
the green slime pits with dynamite . 


Expose the Queen’s mental control 
over an Antdroid and she’ll unleash a 
gaggle of flesh-rending mini ants to nib- 
ble this helpless human to bits. In this 
overhead view segment, you stand over 
the prone character. You must aim an 
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onscreen gun sight and snipe-shoot the Desert Beauty Additionally, the live actor graphics are 


creepy Crawlers before the citizen is skin- _ jt Came from the Desert was written, painted with a rather limited color palette. 
less ant chow. This segment is grue- produced, and filmed on location by the Average action sequences aside, 
some, but fun! folks at First Light Entertainment and Turbo Technologies’ latest wins accolades 


Interactive Pictures Corporation. They _forits stylish, cinematic package. It Came 
teamed up to bring this classic Cine- from the Desert is guaranteed to make you 
maware Amiga computer game to life. bug-eyed! 

Similar to NEC’s earlier CD-ROM hit, 
Sherlock Holmes Consulting Detective, 
Desert features real live actors and pro- 
fessional-quality, recorded dialogue. The 
total effect lends Desert an early ‘50s, 
“B” horror flick feel. The story's first-rate, 
and you'll love every twisted turn. 


Graphics Sound Control FunFactor Challenge 
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Intermediate 


PROTIP: Conserve bullets. Take out two or : 
more ants with one shot. However, Desert’s not flawless. The 


‘ ss nsivem 
SST arcade areas quickly become repetitive, aren now CD-ROM 
To reach Queenie’s hideout at the and only the difficulty factor varies from Action/Adventure 
game's end, you must run, gun, and one scene to the next. Also, outwitting 


plete ey ome tents this Chicana ant a Gaulle abel can 
nnels. Your pistol and explosives keep : al 
ants and Antdroids at bay as you inch replaying the struggle isn’t too thrilling. 
through three side-view, horizontally 
scrolling levels. Your moves are somewhat 
limited and hard to control, but survival of 
the fittest is the name of this game. 


— Saas , 
| QUEEN: Canuuscveteauucraceuacnstininanudtaenicdi? 


PROTIP: To deactivate the Queen’s force 
field, you must save three Antdroids and | 
win a combination of three overhead bat- \ 
tles and/or tunnel games. When the Doc or \. 
Sonny gives you the signal, make a final 
run for the Queen! 
PROTIP: If you’re sandwiched 
between ants, quickly back- 
flip or forward flip over them. 


wary 1993 


By Doctor Dave 


the TurboDuo. Here’s a 


adventure game called ShapeShifter. 


Things Look Dark 

In this hot, side-view, multi-scrolling, 
hack ‘n’ slash game, you play Lykos, a 
brave young man with a buffed bod. 
Lykos’ home, the Land of Krellion, is 
about to be trashed into the Dark Ages 
by a gruesome trio from the Shadow 
Realm called the “Dark Ones.” You must 
free five wizards who will give you the 
ability to transform into powerful Shapes: 
the Black Panther, the Psionic Shark, the 
Rock Troll, and the Gold Dragon. It’s your 
only hope of defeating the Dark Ones 
and their unholy hordes. 


Power up your Shapes with Blue Globes, — 


Home, Sweet Home 

Your quest begins in Lykos’ hometown, 
where you purchase weapons and other 
items. In the Weapons Shop, you have 
three weapons to choose from-the Morn- 
ing Star Mace, the Axe, and the magic 
Bow. You start out pretty poor, but chop- 
ping beasts and bad guys down to size 
fills your money bag. You can then soup 
up your weapons power, or even have 
your fortune told by the local fortune teller. 


The town is also where you save your 


current game. However, if your life meter 
runs dry before you reach town - sorry! 


Things are “Shaping” up for 


great Super CD-ROM action/ 


PRI Dateat iis Send Monstie by 
standing on the far right platform. It can’t 
touch you there. 


Meet Strange New 
People...and Fight Them! 

This epic game keeps your mind locked 
in with a ton of quests, which put you 
into contact with a rainbow of races, a 
multitude of monsters, and an assorted 
buneon of sl as makers. For i a 


PROTIP: Here you can max out your life bar 
by knocking off this spider, exiting the 
screen, returning, and defeating it again. 


PROTIP: For a an n easy sy Victory scale! this 
huge spider, use a magically enhanced Axe 
from the right-hand platfonn. 


your first task is to save Krellion from the 
Spider Clan. Squishing the Spiders 
means you have to exterminate a huge 
spider monster. 

Later, you enter a mountainside and 
drop down into an eerie realm populated 
by scary-looking skeleton creatures. The 
great bone dragon has a bone to pick 
with you. Still later, you encounter an 
Aztec-style civilization, where appearing 
in the correct Shape is the only way to 
mi bc re hae getting scsi 


PROTIP: Stand behind the of this hate 
dragon as you attack it with your weapon. 
The dragon won't stand a chance! 


PROTIP: Make s sure 5 that you enter the Pyra- 
mid as the Black Panther. 


Classic Cutting 


ShapeShifter is a classic hack ‘n’ slasher 
with some nice twists to its game play. In 
general, you must run, jump, swim, and 
climb your way across terrain and obsta- 
cles. The game’s moves feature the 
familiar jump and attack techniques 
found in other side-scrolling adventures. 

Naturally, the ability to change 
shapes jacks up the tactics and strategy. 
Each Shape has special abilities, but you 
only remain in a Shape for three minutes. 
Your Shape can effect the way other 
characters react to you. You must find 
Gems which enable you to assume 
these different Shapes. It takes a certain 
number of Gems to change into each 
Shape. Shape time automatically 
extends if you have the Gems. 
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There’s an automatic life aid, too. 
The interface contains a unique Sun and 
Moon meter, which displays day passing 
into night and vice versa. Every 10 min- 
utes or so, there’s an eclipse that auto- 
matically maxes out Lykos’ life meter and 
his Shape time. 


Slash, Look, and Listen 
The Super CD format struts its stuff with ; 
awesome graphics and sound. The pix . 
are tough with smooth multi-scrolling ¥ a 
effects. The game doesn’t offer animated 
sequences. However, during story 
sequences it scrolls across some nicely 
detailed still images, which impart an 
appropriately medieval feel. The variety 
of graphics is impressive. The Shape- 
Shifter world is full of eye-catching crea- 
tures, terrains, and civilizations. 
The soundtrack is great! The musicjaas* 
features upbeat rhythms and hard rock-\ie 
ing tunes. The characters speak with \@ 
dramatic, digitized voices. 


The Cutting Edge 

You'd best get into Shape, video adven- 
turers. Do your finger exercises and 
shake the cobwebs outta your head. 
ShapeShifter is a must play. 


ShapeShifter by Turbo Technologies 
Graphics 


Sound Control FunFactor Challenge 
JS 


fw MC LLL 
09) 
J 
45 5.0 4.0 45 
$49.99 One Player 


Available now Super CD-ROM 
Action/Adventure 


AD : 


Advanced 


ILLUSTRATION: ARTIE RUIZ 
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In feudal Japan, the 

Minamoto brothers are 
out for blood ! The Kiy- 
omori ooh is responsible for their father’s 
demise. That means revenge or death— 
by any means necessary. 

Lords of the Rising Sun for the Tur- 
boGrafx CD-ROM is an intriguing strate- 
gy/warfare game with thumb-burning, 
do-or-die arcade action. However, this 
well-done conversion from a popular PC 
game features a massive environment 
that takes epic time to conquer. 


The Minamotos are re out for Stet 


Here Comes the Rising Sun 
The bulk of the game play in this com- 
plex military strategy game takes place 
on amap of Twelfth Century Japan. You 
can play as either Minamoto brother or 
the head of the Kiyomoris. Either way, 
you plan attacks and political takeovers 
on a major scale. You send your armies 
to various Castles, Monasteries, Cities, 
and Ports. Move several armies SUH 


7 TOSHIL Tepe has arr fied 
SHIMOUSA.. 


PR Mee By We Ry ee he iy Me Rhy Bon ey yy, es 
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neously or combine them into one. But 
don’t dawdle, because your enemies are 
on the move, too! 

Winning clashes between armies is 
the key to victory. The battles take place 
in 3/4 side-view action. 

Consisting of two archer units, five 
foot soldier units, and a general, you 
select action for each individual unit, such 
as Forward, Retreat, or Spray Arrows. 
Then you set the battle into motion. Stop 
at tol issue dock OrCRS. 


lf you like to fight dirty, you can send 
out Ninja assassins to off your enemies. 
However, should your Ninjas fail, the 
game forces you to commit seppuku-kill 
yourself in the traditional Japanese man- 
ner. Death is a downer, but you also lose 
your saved game! 

The varietal arcade sequences are 
tightly woven into the framework of the 
game. They feature great action and 


awesome graphics. Attack Castle is a 
3/4 overhead-view hack ‘n’ slash 
sequence. Horseback Pursuit is a side- 
view, horizontally-scrolling chase after a 
fleeing enemy general. Defense is a first- 
person view, bow-and-arrow shootout. 
Attack is a first-person sword fight ver- 
sus Ninjas. 


Lords Have Mercy! 
Lords rises and sets. The graphics, partic- 
ularly the story stills and the arcade 
sequence screens, are good. The excel- 
lent sound features catchy Japanese-style 
rock and the digitized voices of real actors. 
The time consuming controls and 
interface for the map screen might make 
Lords a pain for you. Armies travel very 
Slowly, and the information window slows 
them down even more. Its constant 
updates on the movements of every army 
in the game make your already pokey 
moving armies halt temporarily. 


Revenge Is Sweet 

Despite the sometimes clunky strategy 
map interface, Lords is top-notch. Just like 
studying history or learning another lan- 
guage (such as Japanese), this game takes 
time, but the rewards are worth the effort. If 
you've got patience and a yen for epic 
strategy, Lords of the Rising Sun shines. 


Lords of the Rising Sun 
by Turbo Technologies 


3 Sound ® FunFactor sana 


{ 


Expert 


Price not available 
Available now 
Strategy 


One Player 
Save Feature 


ProNews 


a. . — 
Get on the horn for all the 
sate bbh : latest news from be video game 
world as only tne amePro’s can 
| yp. Roth’s Celebrity | \ bingit a 
gittoy 
Now you can leave OF pick up gan | Game Ti | out abo 
ing tips and tactics from some of ps | 
the best gamers around — other Hollywood's hottest stars love video | 
GamePro readers! games too! J.D. scouts out the top 
talent and talks them out of their 
Favorite tips ane tactics 


16-Bit Tip of the 
Genesis, TurboGrafx-16 and the 

Super NES. Each week we'll take | 
the best 16-bit hint that we find and 
send it your way! 


| Hot Tips B 
Our Hot Tips Bulletin Board is 
updat with the newest 


wee 

hints and strategies for Nintendo, 
Super Nintendo, Sega Genesis, 2 
Handheld game systems. 


Get Your Own Copy of Street Fighter 


we're giving away one copy of Street Fighter every week from September 15 thru 
_ January 31! Now the rage on the streets can have you stoked for action at home. 
_ Blow away your gaming buds with this Killer new cart from Capcom. 


time you call the Hot Tips Hotline. 


ules 
| Winners are selected on 4 random basis. Winners who enter by phone will be instructed on how to claim their prize by 


| mail. Winning mail-in antries will be notified by GamePro. Chances of winning are determined by total number of valid entries 
received. Contest ends January 31, 1993. Only valid in the J.S.A. Void where prohibited. GamePro reserves the right to cancel 
ion may be used by GamePro for promo- 


| this contest at ally time with appropriate notice. Winners names and prize information 
| tional or advertising purposes without further compensation. Ail winning pin numbers must be received by GamePro no later 


than February 98, 1993. | 
3 Only $99 A Mimite!! 


Be sure to  taas deiidinn con't 
get your parents’ ge three minutes in length and cost $.99 
-99 a minute. 


permission to u 
Se the Hotline if 
youa 
re under 18 years of age. Messages subi 
( ubiect to change wi 
without notice 
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ens >) By Boss Music 


Be careful where you 
. ie Tully. The 
oy ams Famil 
tener ty Of traps that ice 
oe mie puree! B ; 
Cae ue reached the infamo : 

» SO I'S do or fry time ‘ 


+ 
” z 
. * 
. * 


4) PROTIP: Gomez uses his rapier-sharp 
sword and wit to guard the vault. 


£988 ice Sees 1? | o2"% ‘ | Strike when he raises his blade and 
tg Oa i . & run for your life when" ws tide 
ge ae if a. you. Feel free to grab some jewels in 
: Opa oe the heat of combat. 


3) PROTIP: It : — 
«I'S a good Thing 
you're pre- 
pared for more close tint the 


z a 
ree ee yee Atos te over the air- 
; , Nai 
1) PROTIP: Unc Fester’s still woozy from hand, Thing, with ee oe 


his slip-up in the Mausoleum. To 
knock him back to his senses, face 
away from him, then spin on your 
heels and slash your sword as he 
steps within range. He'll cry Uncle. 


otis More tra 
Whi ps and dead 
ther att your umbreta and “seri 
ee 1s direct : 
_— : i 
Pe Ae a ae ‘ = * . 


* 3 


6) Tully’s earned his keep in the A 
joint to catch some rays on the 


ddams’ many eyes, 50 the gruesome group ditches the 


beach. A weird ending for an equally weird game! 
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= ** Dark Knight to dance 
with the devil by the 
pale moon light on the 
top of the Gotham Cathedral. He es- — 
caped on the NES version, but on the fey | Bee sis 
Genesis, laughing boy's dead meat! ae er 
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Red Falcon’s on the 
warpath once again in 3) PROTI 
P* That’s ri 
Contra Ill: The Alien Wars. | Red Falcon, ta ; - wai boys and girls, it’s 
mbo and Sully, its | embodied ryt ! ps time his dis- 
rciés you. He also 


2 For super-soldiers J 
then reach out | shells you with puni 
punishing bombs | 
and 


time to lock and load, 


| 
} 


eae and blast someone... OF something. | 920% explodin 
- ee feat ig membranes 
7 h Get ready to flush the evil alien empire | ome Look for safe spots on by aye = = 
iy a down the sewage treatment plant with | screen. Use Helios and aad . 


E this awesome ending sequence! 


| WARNING: To see Contra \\’s grand 
finale, set the Skill Level to Normal or 


| machine guns to blow his mind, 


5) “Great shot kid! That was one in a million. 
Now let’s blow this thing and go home.” 


7 a 

4 as hid Red Falcon, take one! 
-. off with ete aca: 

Strosity, one player blast his left 


| claw and the 
| right claw other player dismember the 


2) PROTIP: Now it’s face-to-head! One 
Icon’s skull, while 


LJ 
alien 


Pas = 
mance. Nildees dct SWES history books with 
ines his minions are incinerated a Nan spectacular perfor 
} and Neo City is finally at peac 
; at peace, 
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@ Duck's got a temper. Just the 
Same, it’s still tough to beat the 
you're not toting anything more powerful 
than a Plunger and a Bubble Gun. If you can 
keep from quacking up, we'll show you how 


-pomaiet 17°S MICE TO SEE 
cre’ s mY present?” 
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2 ae 6) the goods, 
” tle sword-to. ng for brat Ot east ult Do flies south for the winter. 
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+, The thf 
'~ Channel: - 


na Galaxy Not So 
Far, Far Alia... 


The USA Network mind-melded with a 
bunch of pretty clever folks to produce a 
revolutionary idea. The result? The Sci- 
Fi Channel was born. Gamers know that 
science fiction, fantasy, and horror make 
for some of the greatest gaming around. 
In fact, some of the coolest games fea- 
tured in our science fiction feature are 
spin-offs of great science fiction series 
or movies. 


On September 24th, join the Sci-Fi 
Channel and millions of American 
households as they rocket to the near 
and distant future for 24 hours-a-day. It's 
continuous programming devoted 
entirely to science fiction, science fact, 
fantasy, and horror. Check it out — an 
entire channel devoted to sending chills 
down your spine, beaming you up, and 
vegging you out in the Twilight Zone. 

Earthlings and aliens alike 
are invited to tune in to scope 
out new and classic series and 
movies. Even better, the Sci-F 
folks are working at warp 
speed to bring you original 
programming, including 
Inside Space. This fast-paced 
half-hour “magazine” focuses on the 
wonder, excitement, mystery, and drama 
of space travel. Topics include “Are We 
Alone? — The Search for Extra Terrestri- 
al Life,” “Astronaut Profiles,” “The 
Future in Space,” “Rock and Roll Space 
Videos,” and more. Sci-Fi has also 
secured the rights to hundreds of hours 


of NASA footage, for programs that 
include NASA Watch and Sci-Fi Insider. 
There's more. In addition to classic 
series, cartoons, and movies, there's 
GAMEPRO the TV show! Yup, GamePro’s 
going cable. We decided we want to dish 
out gaming strategies and previews in- 
between blasts _.. and-slurps of your 
_) favorite sci-fi flick. 
Starting this fall, you're 
gonna get your GPTV, 


stuff, - [every Satur- 
day (8:30 a.m.) and 
Sunday (7:30 a.m.) morn- 
ing] same time, same channel 
(The Sci-Fi Channel). We're also 
producing a series of prime time USA 
Network specials that'll give you even 
more of the latest and greatest gaming 
news. Pretty nifty arrangement, eh? 

So what’re you waiting for? If your 
local cable operators haven't caught on, 
it's time to give them a call and let them 
know that you want the Force to be with 
you — the Sci-Fi Channel Force that is! 


Where-No Movies 
Have Gone Before 


In addition to airing feature length sci- 
ence fiction movies such as Star Wars, 
Star Trek: The Movie, and Star Trek Il, 
IV, and V, Sci-Fi plans to make a few 
flicks of their own. Current plans 
include productions of 12 original World 
Premiere Movies in the science fiction, 
fantasy, and horror genres. 

Slated to appear by the end of ‘92 
is Homewrecker, a science fiction 
thriller starring Robby Bensen. In the 
film, Bensen plays David Whitson, a 
computer buff who takes his fifth gener- 
ation Pentagon attack computer with 
him to his vacation home. Lonely for his 
estranged wife and daughter, Whitson 

tinkers with his computer, installs a fem- 
__ inine voice and personality, and.names 
it Lucy. Lucy quickly becomes his nurse 
and companion. When Whitson’s wife 
and daughter arrive for a visit, the trou- 
ble begins. Murdurously jealous, Lucy 
sets out to eliminate her competition. 


Blasts from the Past 


Check your phaser at the door, and strap yourself into the nearest couch. The pro- 
gramming list for the Sci-Fi channel keeps growing and includes many of the most 


popular Sci-Fi hits to date: 


Alien Nation 
Amazing Stories 
Battlestar Galactica 
Bionic Woman 
Buck Rogers 

Dark Shadows 
Darkroom 

Dr. Who 

Fantastic Journey 
Flash Gordon 
Friday the 13th: The Series 
Future Cop 

Gemini Man 
Hitchcock Presents 
The Immortal 

The Incredible Hulk 
The Invisible Man 
Lost in Space 

The Magician 


Misfits of Science 

My Secret Identity 

Night Stalker 

One Step Beyond 
Otherworld 

The Powers of Matthew Star 
The Prisoner 

Probe 

Ripley's Believe It or Not 
Something Is Out There 
Space: 1999 

Starman 

Sierling’s Night Gallery 
Suspense Theatre 

Tales from the Darkside 
Time Tunnel 

Voyage to the Bottom of the Sea 
Voyagers! 

War of the Worlds 


Back Issues of GamePro! 
Don’t Miss Any of the Action! 


#3 (Seo ’89) Atan Lynx Preview 

#5 (Jan ’90) Double Dragons | and II 

#7 (Feb 90) Insane Sports Issue 

#8 (Mar ’90) Phantasy Star II, SuperGrafx Sneak Peek 
#9 (Aor ’90) Joysticks Review 
#10 (May ’90) Bonk’s Adventure 
#11 (Jun ’90) NES Baseball aa 
Games, Dick Tracy Exclusive GEIR | LL 
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#13 (Aug ’90) Michael Jackson's Moonwalker 

#14 (Sep ’90) Fall Football Action, Game Genie Preview 
#15 (Oct ’90) Halloween Games, Castlevania Ill 

#16 (Nov ’90) Gremlins 2, Mega Man 3 

#17 (Dec 90) The Simpsons, Handheld Buyer's Guide 
#18 (Jan ’91) Annual Superstar Sports |ssue 

#19 (Feb 91) CD-ROM Games, Game Boy’s Mega Man 
#20 (Mar 91) Comic Stn Games, Mickey Mouse 

#21 (Aor 91) Super NES Preview, Double Dragon Ill 

#22 (May '91) Battletoads, Game Gear Preview 

#23 (Jun ’91) Sonic the Hedgehog, 16-Bit Buyer's Guide 
#24 (Jul 91) Baseball Review, TurboGrafx-16 Buyer's Guide 
#25 (Aug ’91) Super NES Buyer's Guide, Spider-Man 
#27 (Oct ’91) Star Wars, Super Ghouls ’N Ghosts 

#28 (Nov 91) The Adaams Family, Castlevania IV 

#29 (Dec ’91) Football Review, Bart's Back 

#30 (Jan 92) 56 New Carts Reviewed! 

#31 (Feb ’92) TMNT Ill, Genesis Buyer's Guide 

#33 (Aor 92) 16-Bit Games for ’92, Basketball Blowout 
#34 (May ’92) Splatterhouse 2 for the Genesis 

#35 (Jun ’92) TAZ-MANIA, Beat-em Up Special Feature 
#36 (Jul ’92) Alien 3, Sega CD-ROM 

#36 (July 92) Sega CD; Exclusive Alien 3 Sneak Peek 
#37 (Aug ’92) Universal Soldier for the SNES 


#38 (Sept. 92) Special Streetfighter Il Strategy Guide Insert, Part 1 


#39 (Oct.’92) Streetfighter Il Strategy Guide Insert, Part 2 
$3.95 Each Indicate issue number on order 


The First Issue of GamePro! 


Only a few copies remain of GamePro’s Premiere issue. This 
is the original and will not be reorinted! Complete your 
collection. Get ‘em while they last. 

$8.95 Each 


: ; 
GamePro S Special 


Hot Tips, Tactics and 
Passwords! 


Handheld Video Games 


Power-packed ProViews and 
scintillating SWATS covering all 
handheld game systems! » st 
Handheld Video Games #1 (Spring 91) | 
Complete Handheld Buyer's Guide 
Handheld Video Games #2 (Fall ’91) 
Terminator 2, Faceball 2000 


Video Game Greatest Hits 


A collection of GamePro’s ProViews 
and ProTips Hits! 


Video Games Greatest Hits (Summer ’91) Teenage Mutant Ninja Turtles 


16-Bit Video Gaming 
Jam-packed with the latest 16-bit news, reviews & strategies! 
16-Bit Video Gaming (February ’92) 
Super Tips & Tactics plus Buyer's Guide 
16-Bit Video Gaming (May 92) 
Buyer's Guide, The Best New Genesis Games 


$4.95 Each Indicate issue number on order 


Cool GamePro Products! 


NEW! GamePro Flying Disk 
This sleek black flyer is perfect for outdoor fun. $5.95 


NEW! GamePro Sunglasses 
Quality UV lenses. With imprinted case. While supplies last! $9.95 


Cool 
-Products! 


> S.W.A.T.PRO! 
. : Ay | Secret Weapons and Tactics! 


One of our bestselling products! Tons Gs 
of killer secret codes, passwords, and ee: “jhe 


winning strategies for all game systems! 
SWAT #1 (Fall ’90) 
Packed with awesome tips and tactics! ey pew 
SWAT #2 (June 91) a Se 
Special feature on Mega Man 3 = 
, NEW! GamePro Croakies 
SWAT #3 (Sep ’91) Keep your glasses where you can find them! Use them with your 
= Special feature on Battletoads GamePro sunglasses. While supplies last! $7.95 
— S..A.T.PRO! SWATPRO (March ’92) NEW! GamePro Watch 
pg Shsriel Foaitnaan Cacti Sleek black design will tell you when it’s time to hit the controller! $14.95 
| NEW! GamePro Gift Certificates 
me / SWAT #4 (Sep/Oct 92) Surprise friends and family with video garning fun! 
~ Special feature on TMNT IV #001—$5 Certificate, $5.00 #002—$10 Certificate, $10.00 
$4.95 Each Indicate issue number on order. #003—$15 Certiicate, $15.00 
Please fill out the attached card and mail with your check or money 
order to: 


GamePro Products, 2421 Broadway, Suite 200, Redwood City, CA 94063 


cal 41 9-330-4PRO 


(No video game or subscription information available at this number) 


Fax Orders To: 415-493-6054 
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Get the competitive edge with these in-depth oe books from the top 

gamers in the industry. e books cover it all. Order yours today! 

GamePro’s Streetfighter Il Strategy Guide The Editors of GamePro 
Over 160 full-color pages of in-depth Street Fighter I! tips and tactics for both the 

Street Fighter arcade game and Street Fighter I! for the Super NES. $12.95 

GamePro Hot Tips: Sports Games The Editors of GamePro 
Over 750 tips for 75 incredible sports titles for Nintendo, Genesis and 


TurboGrafx-16 systems. 200 pages; full-color screen shots. $9.95 
GamePro Hot Tips: Adventure Games The Editors of GamePro 
Over 940 tips for 120 fantastic action titles for Nintendo, Genesis and 
TurboGrafx-16 systems. 205 pages; full-color screen shots. $9.95 
Nintendo Games Secrets Greatest Tips The Editors of GamePro 
Over 1,000 tios & strategies for over 200 Nintendo games. 205 pages. 99.99 
Super Mario World Secrets DeMaria and Meston 
Comprehensive guide to Super Mario World for the Super NES. $12.99 
Nintendo Games Secrets DeMana 


The onginal hint book for Nintendo games. 
Special controller section including U-Force and Power Glove.348 pages. § 99.95 


Nintendo Games Secrets, Vol. 2 DeMaria and Meston 
326 pages. $9.95 
Nintendo Games Secrets, Vol. 3 DeMana and Meston 
320 pages. $9.95 
Nintendo Game Boy Secrets DeMarna and Meston 


Simply the best secrets to the most popular Game Boy titles. 263 pages. 59.95 


Nintendo Game Boy Secrets, Vol. 2 DeMaria and Meston 
300 pages. $9.95 
Sega Genesis Secrets DeMaria 
290 pages. $9.95 
Sega Genesis Secrets, Vol. 2 Ruse! DeMana 
290 pages. $9.95 
Sega Genesis Secrets, Vol. 3 DeMaria and Meston 
250 pages. $9.99 
Sega Genesis Game Secrets Greatest Tips The Editors of GamePro 
256 pages. $9.99 
Super Nintendo Entertainment System Games Secrets Eddy 
Detailed strategy guide for the Super NES! 300 pages. $9.99 
Super Nintendo Entertainment System Games Secrets, Vol. 2 DeMaria and Meston 
350 pages. $9.99 
TurboGrafx-16 and TurboExpress Secrets DeMarna and Eday 
Instant mastery of the most popular games for beginning and advanced players 
270 pages. $9.95 
TurboGratx-16 and TurboExpress Secrets, Vol. 2 Nauert and Eda 
250 pages. $9.95 
The Official Guide to Mega Man (R) Schwartz 


The complete playing guide to the three Mega Man games 125 pages. 5/.95 


GamePro Video Game Library! \ 


COMPUTE’s Conquering Zelda ™The Unauthorized Guide. rary 
Your guide to conquering The Legend of Zelda ® and The Adventure of Link (TM) 
115 pages. $7.95 


COMPUTE’s Conquering Super Mano Brothers® Schwarz 
Sizzling tips for defeating Super Mario Brothers 1, 2 and 3. 
136 pages. $7.95 
Castlevania® The Official Hint Book McCrary 
Hints, tips and solutions for all the Castlevania games. 199 pages. $9.95 
COMPUTE’s Guide to Nintendo®Adventure Games Schwartz 
Clues for seven of the most popular Nintendo role-playing games. 
119 pages. $7.95 
COMPUTE’s Guide to Super NES Games Schwartz and Lesser 
277 pages $12.95 
Official Sega Genesis and Game Gear Strategies Sandler and Badgett 


The indispensable encyclopedia for Genesis and Game Gear games. 

352 pages. $11.95 
Official TurboGrafx-16™ Game Encyclopedia Sandler and Badgett 

Strategies for many of the hottest TurboGrafx-16 games. 288 pages. $9.95 
Ultimate Unauthorized Nintendo Classic Game Strategies Sandler & Badgett 

The definitive hint and reference book for 98 Nintendo classics. 

288 pages. $9.95 
Ultimate Unauthorized Nintendo Game Boy Strategies Sandler and Badgett 

The essential Game Boy reference, covering over 60 all-time classic adventures. 


thie et ones Fill out the product 
Super NES Game Strategies Mh 
The definitive hint book for page and mail to: 

Ninendh’srew 1eteytem. Tl Err rem DROees 
Also Available: 2421 Broadway, Suite 200 


Ultimate Unauthorized Nintendo J) 0221) ICT AU 
Game Strategies, Vol. 1 
Sandler and Badgett $9.95 


415-330-4PRO 
Ultimate Unauthorized Nintendo CNC TTC GET ef I 


Game Strategies, Vol. 2 

Sandler and Badgett = $9.95 
Ultimate Unauthorized Nintendo 
Game Strategies, Vol. 3 

Sandler and Badgett §=—$9.95 


information available at this 
number) 


OCP is sending in Rehab Officers to clear the 
Streets of Old Detroit, making way for the 
construction of Delta City. When ROBOCOP 
sees helpless families forced out of their homes 
as the bulldozers move in, he joins the 
resistance movement to battle the Rehabs! 


Armed with a new multi-weapon arm 
attachment containing a large-bore cannon and 
a smart bomb, plus a gyropack for airborne 
assault capability, ROBOCOP faces a batallion 
of ED-209's, tanks, heavy artillery and a new 
adversary, OTOMO. The odds seem 
impossible, but remember—you're ROBOCOP! 


ORION 


PICTURES CORPORATION 


Official 


Seal of Quality 


SUPER NINTENDO 


(Nintendo, 
ENTERTAINMENT 
SYSTEM* 


- a Ge ae 
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Robocop™ 3 TM & © 1992 Orion Pictures 
Corporation. All Rights Reserved. TM designates a 
Trademark of Orion Pictures Corporation. Game 
program © 1992 Ocean Software Limited. Ocean is a 
registered trademark of Ocean Software Limited. 


Ocean of America, Inc. 
1855 O'Toole Ave. 
Suite D-102 

san Jose, CA 95131 


bs | 
f fectronics Boutique 


; OW j rice 


IF YOU THOUGHT TETRIS WAS FUN, 


ACID. BOMBS. DYNAMITE. OUR SCIENTISTS 
MADE IT HARD TO GET A WORD IN EDGEWISE. 


This mind-boggling, falling-block Soviet game will 
burn you up, blow you away, blast your socks off. 
This time the falling pieces are letter blocks. Instead of 
forming lines, you form words. Horizontally. Vertically. 


They clear. You score. The pace quickens. Where’s that 
Magic Word? A Wild Card Block appears. The challenge 


Camm 


LOOK WHAT WE DID TO WORDTRIS. 


builds as the levels go higher and the blocks fall faster 
and faster. You find our 50,000 word dictionary knows 
all. You’re in the mood for 2-player mode so you take 
on a friend. So much to do, so little time. More 
challenging than Tetris? You have our word on it. 


Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 


Be | #9 THE WORD’S OUT. 
7 WORDTRIS IS AVAILABLE FOR | 
me GAME BOY™ AND SUPER NES: 
Rs ; Petter ORD: For Visa/MasterCard orders call 24 hours a 
POE. a= vig day, 7 days a week: (Orders 
fem Only). For product questions and availability 
= a: call: (M-F: 9am—5pm PST) 


Tetris is a registered trademark and Wordtris is a 
trademark of Elorg. Licensed to Sphere, Inc., Spectrum 
HoloByte is a registered trademark of Sphere, Inc. 


